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ABSTRACT ^ ^ ' . 

A' Presented otimacily for- use Jgit^ educable men'taslly^ 
retarded euid ieaxning disabled children are approximately 100* 
activities jfdr language development throug|x the auditory channel. 
Activities ^re grouped under the foirowing -three areas: receptiv&f 
skills (auditory decoding, auditory memory, and auditory' 
discrimination); expressive skills (auditory vocal association^' . 
auditory visual association, auditory closure, and sound blending ' 
techniqucss) ; and speech improvement. ^Each entry begins with a ' ^ 
statement of the. Activity's purpose, followed by a list of materials 
needed (wlien .applicable) and a description of the procedures 
involved* VSampie activities suggested t include a game in which 
children repeat patterns of drum beats (to develop auditory memory), 
an exercise in which they describe hijjden objects to each othex (to 
strengthen usd of complete ^sentences) and a. series of poems (to 
improve speech) . (LS) ' . 
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CHAPTER vl • 



AUDlfQRY RECiPTIVE SKILLS 



Audifory Di^coclmg 



Purpose : Following simple verbal^directions ' \ * 

Mbtertal ; Full length mirror i • ^ 

a. Demonstrate simple directions; body. parts.' ;Begin with singular i ^ 
forms only. Later ^add .plural formS and later still mix, randomlyj. 
the singular and plural forms: "Touch your '^ar (eye, nose,, head). • 
Touch your eai;s (eye^s, knees, toes)^' , ' • i ^ 

b. . Music format. Comb^e body part di:i^ctions with a stmple mel9dy' 

such aSj^.Put Your 'Finge^ In the Air." ' ' * . , , 

c. Self introductipnii. Introduce the ^l^J^ren individually to- them- ' 
selves In a full length m4.rror.' "That is Gary'PeoJ.. . Say,--"Hfello, 
Gary." Hold out your ahnd to the boy ^in the mirror, tfliat is he 
doing? ^ut your hand, on youiT: head, your shoulder; touch your nose. 
-Doe.s' he -do everythipig you do? *^ ^-""^ - 

i 

Purposp : ^Ta encourage attentive listening or oral directions. 

The teather^ begins by telling the children that each of them is, going . 
to be .a "Quriuus Traveler." *Th^ teacher then gives the following 
directions and'' the childrerT^ct them out: "The traveler stood, up, 
(children s^^nd) *He. looked to^ the North. He< looked" to. the South. . 
looked to the East. He looked to the West. Hfevthen turned around and 
faced. the North, then^^ye West, then the South, then* the pasf. Then 
he stood on tiptoe t^^^S^, oy/ev neighbor's shoulder.' He smiled at what^ 
he ^ay and sat doWn.V Children may serve ar> "directors" after they / 
become familiar with the' game. ^ ' ' ^ * 

Purpose ; To Improve listenirtg skills , f 

Roar . Ahe teacher is the animal keeper and, gives each child the name 
of sdnle animal. :When\^ey are all named/; the animal keeper tells .a 
story ^abo6t what hepf)ened td^all these animals one fine summer. day. 
The animal keeper is careful to bring in the name of every animal" so 
that^very player will have to gpt up and p^t^hd to'be the •animal. 
For instance, the one who is a donkey will have to .kick up his heels 
and say "Hee haw./' But whenever the anjihal keeper mentipns the l^ion', 
all *the playOTS 3tand and shake their heads and rdtac as *all good lions 
One of the players keeps^ sc6t:e.* After ^t^e animal keeper has them 
imitate the lion'^ roar five different times, he chooses a new animal 

keeper. 



• ft 




Purpose :. To improve listening skills and following directions 

Bring Me , The teacher tells the* clas'E^ that- today they are ^to* play a , 
game in which they^ must listen carefully, "ft's^called Brinj^ Me . ' 
Somoitimes I wijtl say your name^ and Ithen sey 'Bring me the chalk <'or ' * 
a book or^ something else) Then' you must followjm^ directions and ^ ^ ^ 
bring it to me. But-if - I, say 'Bring Ime the window, Sor 'Bring mfe the ^ 
wall,', then you must stay -qliietly your chair wlthoyt moving. Do yoji^' 
uaderst^nd?" * ' ' .'.17 

' ". r. ) ' - ' •, • • . . . ■ 

The teacher then calls the name '^f tone pupil in the group; and 9ays, 
* iring^me the pencil (bell, ceilihg, doorway, etc'.)" ^ ' . 

To'develop auAltory' 'reception skilljB^ ^ 

,F6^11owing and -Under standing ^erbal directionsv (f or numbers 3 and 4 of 
the following, use either pictiurea or icr^ carb ^and train J Do not go bn 
to the more cgmplex directions *untiX the clii^d has continued success 
with th^^eds tonjplex instructions;.) . % , . ^ t 

1. ' Stand up. . , \ . ^ 

2. ' down. ^ . f /; ' 

3. ^ow me;t^e car. ' ^ { ^\ ^ ^ . ^ . 

4. Give me the train. . > % -r- ^ ^ \. \ 
5* Put your pa^er on d]^ de^. . y • * V . ^ 

6. Put your pencil. In your a&sk7 ' : ^ 

7. Open ycur book 'to page apven and ^hoK me the first word, on that page* 

8. Go to the 'Sink and wash your hands with soap^and Abater . 'Then dry • 
them with a paper towels* ' , --^ . 




Purpose ; . To develop auditory ;::j^ception stills ' ' V/ * 

1. Followin^g verbal 'direc^ons ^ . , „ ^ : * 

al Play hopscotthf* with numbers In the squa^^f. Ttell children to t a 
hop to-//l, hop to #6, //7, e^tc>* # 

b. tJ^^the '&ame game, but use ^beginning /'letters" in the squares 
and have the child^' tell a wor*d that .^begins with the"' letter to 
whttch'he has hopped. " ' . - - 

c. Preposition game - ask children to folipw Instructions- such as: 
"piii the book on the table," '"crawl. under the chair," "gb up 

the slide,"- "come 'here^ to me," etc* * ^ - 

d. The magic wand^ game*- touch eacTi child with a poin'tel? .fpd give 
a direction or ask f6r a sound or blend. ' . 

- : , ■ " y 

Purpose : To listen in orde^' co follow directions ' 

Materials : Graph paper ^rid pencil for each player ' . * ' ' 

" ^ > • \ 

•The^^teacher gives directions: "Star1:^ear the top of^your paper. With 
a penci^ draw a line to th|| right for four spaces. Now go doi^ one space, 
over the right two ' spaces,*^ down one space, to the right two spa^ces, down* one » 
apace andi'to the right three spaces. What have you drawn?" (Stairsteps, we, 
hope.) Direbtions for other simple figures such as squares, rectangleSi 
windows, !etc^ may be given. Some animal forms may be -drawn thiS way a^so,« 
with a little ingenuitji^ - * 

*• ' . * ' #. , -2- • - * ' 



Purpose: Foll^aw verbal' 'directions • . f = 

• ■ • - 

Yes-no-maybe qViestlons ^ "This morning*'! am going to read %ome sentences 
to you. Listen carefully to' each sentenc^^ and -answer yejp, tio or maybe.I* 



Suggested content .follows: ^ . , <i 

1, Body image * ». . ' ? 
. Our feet are on the ends of our arms, . , ~ 

You have one head. ' - » ' j 

Your amf does* not bend, . ^ . , 

W6 are sitting down. . o „ f ' " . 

2, Immediate enviroiunent ' ^ ^ ' 9 - " ^ 
The light' is on,' ^ ' * o - ^ . <^ 
The floor is"nfoving, . 'q q ^ ' 

We can pick-up chairs^ . ^ ^ ' . 

3, Familiar' iClasses or, concept a taught (frCiits> animals, color^, . q 
seasons, number,, weather, properties of objects,) ^ . ^ 

, ^ Grapes grow in bunches, ' ... 

Bananas are round, ^ , » ^- 

A triangle has four side?,' ■ • • ^ o ; ^ 

Horses, cows and ducks are four lagge'd anJLma?3^. ^ 
A fish^ can walk, ' ^ 

Art ice cream'cone is hot, . ^ " ^ 

Bobby is the niune of a boy ^ c» , ^ o 

Is mud good to eat? 

'Acorns jrow on maple trees, > ^ 

Leaves turn red and yellow in the fall. 
All apples are red. 

People turn of& t^heir furnaces in the fall. 
Recall of simt^le items in sentences and very short stories , "This . 
morning I shall i;ead some very short stories. Be a ^od listener, M 
When I finish a stovy," I shall ask^ you some questions,^ If you can 
*answer the questions, then you are a good listener, Read^?" 

1, "We have fun in the spring. We jump rope. We play marbles and 
fly kites," . ' * ' * 
"What time of. year is it? Name three ^ames w6 play In the spring," 

2, "Today It is .raining. We year our ralncpats and hat/s. Our boots 
sp^lash in the puddles. We like 'the spring rain," \ , 
"What kind of weather did I mention .in the^sto^y? What kind of 
clotlm^ do we wear when It rains?' - " ' , 

3, ^ "I atSa^.bVby bird, I livd In^a nest, I am learning to fly. When 

big, I can sing," * ^ . 

^ mera did 'the' baby bird live? What was it learning to .do? What 

will it do when it is a grbwn up bird? 
4-, Tell a story, in which children have. to remember a specific category, 
duch as col<^^ "There^. w^s once a boy name Jack. Jack'lived Ivi a" v 
white house with his mother and father. One day Jack's father 
brought a dog home for Jack, The dog was brown. One i^y Jack 
^ forgot to shut the big green door and the dog "tan away, 

"What colot wa^Jack's house? What color wajsi the dog? What color 
was the big door?" - ' . ^ t 

Animal Story * . Select* or invent a story that includes the names of 
familiar ijiltwils and that entails ^repetition* of these names, ^The 
Littl4 Red Heti is an. example.,) After the children, are seated and 
ready to listen, assign efifcri child the' name of an^^imal that is in 



f. 



\ • ^ ' * 

the story^and show • him ' how tt) "talV* like tihat aniiuaU When ever you 

mention his animal in tW story, the* chili? mtist make- the sound of the , 
animal. * " ' * ' ' , ' 

dt"" Animal Sounds . Explain to the child* that you will produde the sounds 

of different farm animals. Ask hiiif* to listen carefully.' j:o each* sound "knd 
/to name the animal which was imitated.^ JUthdjigh ti\e ^Uditory aspect- ^ 

of this game Would 'remain constant,^ the ,:^espoi:\se can, be cWijj^., 'A o * 
. ^visual', response can be required by havihg- the child ^'choose a jpicture 
of the cdrrec^ animal^ A motor response ' can be> required^ by having 
the child act like thfe^ animal whos'^e sound he heatd^ A more difficult 
associative response can be ^requii;ed having the cfllld choose a re- 
<^ lated picture, such as k bottle of .milk to go with the sound of^ a 

C9w, a saddle' to io with the^ sound of a horse, an -egg .to gc with the.- 
qound of a^ chicken. • " . . I ' 

e, . Word Omission . Develop the habit of oAttiri^ words ^hich eltljer. 
. '^piCi^tre clues or the lo^ic 6f/the material^ will enatke the children , 
Co supp'ly. Example: ^Story fldle ~ Peter Johnson and his Guitar . 
The^e questions can be '^sked after the /flrst*Teadlng of a book or » . 
during '*the reading ef\the^toi:y if the c'hlidreti are already f^llUar 
wi^ the ^iOEy. ' The illu^t^rations^help provide *'the answers. **Pe,ter ' 

looked tlte*_^_^__(barn).v He. looked under. the [ (table)v ' 

He'lpoked> behind, the . 1 ^^(dQtej." ^ T 

Oetfction and cortectidh taf incorrect or honsenaical^ Items . 
1^ ^ Change my sentelice J "Today I am- going to say some smtences with, 
wrong'-or silly wor^ft in them.,'jr Listed to the sentence. If you 
. qan • ch'arijje it l^toja sentence that makes sense, raise your *hand.'' 
/Examplesf^ " ^' . ''' ' • 

- Water is dry . ^ / ! . ^ ' ' ^ ^ 
A n^il has a tail .' * , ^ ' . j \ ^ 

' An ax is an j^nlmal . ? ' ' 

o Cbws have foui^vjdn^. ^ ' 

Jaite is ^e ilame of a boy . " * a ~ i' . ' * * 

Arr apple squarfe . ' * 

o Ice is warm . / ^ y ^ 

A pig can fly *' ; * . *. ' . ' ^^-^ 

2. Something about you . going to tell you a s^lly story -about 

\yoyp selves. .Listen very^^arefully and when you hear something 
^^sl.ly, **put, jfoyr hand ui>.' '**Onc^^'upon d t-ime, five children came 
to school., '.'^heir names'" were, Debbie, Tony, Maria, Joe and Derrick. 
^ They^-were all boys and they were ajl 50 years old. Their teacher . 
wa/ an old man named Grumpy. Every day the children rode to school 
on a horse. When they got to school,' the^ put on their pajamas 
and went to bed. When th^y woke Cp, they had supper. Then they - 
' drew books on the ceiling and t^k them home. tWhen s.chool .waS'^ 
over a fire engine cajpe^^ to get |them;". ^ % 

h What^s wrong here ? "I am gding' to read you a fitory tha^t has 
* some mistakes or 1^ funny. Odd things happen. -If, you hear 

something that^ doesn't sound rlgh}:, raise your hand. When I . ^ 
call on you, tell ua vhat is v>rong with the *st;ory. *'Once \ ^ ' . ?' 
there, was a farm right ir^ the middled of town." (If no one raises 
^ hiia hand, ask, ^"Do^ anyone know what, is wrong with that? 'Farms * ' 
are in the country,' aiten^t . they? '^ot in the middle of a town or 
" . a'cfty") "Now 1*11 read that the right way. Once there w^S a\ 

farm out in the country. Thei.f armer^^nd his^wif e *had, two bhildren-*- 
tw<^ girls anii a boy. The far*ier raised cows^ horses, pigs, chickens 
and chair s on J^p^^xm. "One 'winter*'<fay whfen/ It Vas snovihg out- 
door s, the fj»rme^ >told his boy • to pu.t on his swimming suit and 



* go out to' feed the horses. When Jimmy reached the blirn and opened 
the door, he could hear the horses calling him *Moo, Moo I \ They 
must be verj hungry, thought Jimmy as he. rushed over to their stalls. 

\* . He gave them ao^ie bread to eat. He also fed the other animals. 
Theti he thought, ''I'll "check thr chickens* nests and see if they 
; have laid any buttons because I sure do like fried buttons for 
• breakfast."; ' 4 

, Riddle Format . Although there me inexpensive and suitable books for 

riddles (for example,' Riddles «>Riddles> f rom A„to Golden Press, 35c), 
' you! can wore effectively use original riddles which relate directly 
• 'to the subject matter you are teaching. 
• 1, ' Riddle for-elass ^ !'I am thinking of a fruit that haa,a smooth skin. 
It has 'a single stone or seed in the center. It Is juicy. It ^ . 
-grows on a tree. It is purple." Continue providing tlues until 
the ^children guess ^ that it is a plum.. ^'I am thinking of a shape that 
we often see in buildings. It -could be the shape ^of a cement block. 
It has four sides^ The four 'sides are not all the same J.ength./\ 
Continue providing clues until the children guess that it |.8 a 
re£tangle"; Similar riddles can be made fpr colors, animall, items 
of clothing, furniture and other curricular materials-. 
2i . I see sdmething . "I see something in this room. It is red and^ 
it is on the little table. It is a. rectangle." • Call on a child 
to name the object (a bqok) . As the children increase in skill, 
^ objects which are very familiar but are hot actually- present in 
" ' €)>e room -can be used. "I .am thinking of something^ It h^a four 
legs, a tail and it barks. .What Is it?" Sr^. ^ / ' 
3. Find my' child . A child or the. teacher plays&he part of/ the * - 

mother and one of the" children %b choaen to cB a policeman. The 
' ' ' mother' tella the policeman that her child is lost and asks him 
. if he -will help her find him. * The policeman asks if the child; 

iS' a llttie boy*or girl and what he was wearing when he disappeared. 
The mother tells the policeman about the clothes-. The policeman 
.walks about^.the room aa the clothing is described. Whence picks 
out the child thatJ-^lfes on this clothing, he^ returns him to the 

* mother and another^player become? the policeman.. (Auditory de*- 
" ^ • ' coding, visual d6coding> vocal* encoding. ) 

Purpose ; to listen attentively in order to follow direcpio^s 

Crossing the Road .. The "road"' is the front of the classr&om. One child 
is select^d*.to "cross the road." The other^ children sit with eyes closed 
ahd heads on their desks. The leader chooses either to hop on one foot 
across the road,* walk, run. Jump or skip. ^Whfen he has crossed the road, v 
the lother children raise ^heir head^ and the leader asks; I^'How did I get 
across the road?" From among the children who anaj^jer correctly, the leader 
chooses the next one to cross the -road. 

Purpose ; ^Classroom activities which emphasize 'directions 



Materials : Construction paper or ^^spaper. Precut geometric shapes 
easel & listening games. ^ , 



a. Paper folding v. A large piece c 



. _ ^ A large piece of consfcruction paper or newsprint can * 

/be'klvided into work areas for pasting ^nd ither activities by care- ' 
■ f\|J. fflding, '^Pick ujp, tfid left, edg^. of .t:fe*papei; and bring it over to 
v^.the right edge, ^. Hold it? there while you press the paper flat with your, 
^'^other hand^ Good*. Now> ''bring the bottom ^edges^ up to the' top and then 
^ press •''the 4>a^er flat. Has evefyoftfe done tliat?' .Jlow, unfald the7 paper. 
^ You can see four' rectangles, iet'i coupt ^them together^. We will make 
a design in; each rect^gle/^-'^Prisfcut gMmetrlc^ siiapes are given eachv 
child Sijd hi^ is directed^^to select certain e^lor^ shapes and assepible 
' l^em in such way ss ^to, have an ice cream cone^^ it clown, balloons « 

.'Of cour^W^ the materials pasted^ colored, nor prjUited In each rectangle 
/ will vary;acGording to the content currently, Betog tatagiit.) ' • ° 
^b. \ 5ecofatlng Christmas ^Cookies :'' After tre^ shaped coojcles have bjfeen 
^! frosted '^greeti by the children, place' the 'decoratlona''^ (cinnamon' do t;*8, 

silver^dot^, chocolate chips) on the [tables In appropriate* containers. « 
.•^ Without decorating a tree, yourselt, give Instructions • /'Put a^ 



silve^dot-op cthe tbp.point ofc yoiit tree^ Thii will be the star V 
.^for the to^* your .tree. Put' a red cinnamo^ dot at^he end of eaclw 
branch. Hbw maixy dots do* you rfeed?' I^t three chocolait^e chips on'the*o 
baiee of ^your.^trefe*^ This wl^r make the stand." <fo' provide ' an interest 
ing compariSLon between' auditory and visual decod&g, have the children 
decorate a secpnd codide'iby example^^tnly. Decorat;^' a cookie In a 
* \ certain w*y.\ With no .explanation, place, your ^jwuiqae before the • 

, children and say, ' "Decorate \ your coolcle just like mine.") . 
X. Easel .and Listening Gameg ; 



and 52 listening g^es are 
by individual* children. 



32 easel games to use "group activity^ 
printed od.8^ x 11" paper to be completed 



Putpose : Following more ctympliiated directions ' ' ^ * 

' . ^ ' ' ' . • ; ^ ' ^ . >^ ( 

a. Do as 1 say .' "This: morning, boys and gitie, I will see how^well yt>u 
can follow directions* Listen carefully anA do just what nqr. sentence \ 
tells you. 1 may a^k all. of you to da the same thing, or' I msay^call • 
,only one name. * "Stand behind your chiai^ (in front of,* 6ri)''^(aM 
children). "Bring i^e a book, a piece of 'chalk and a pencil" (one 
child). "Jump three times and then clap your hand." (^11) "Put^a 
yellow sheet of paper between two red books." (one) "Stretch up ^. 
high, touch your toes, turn around two times.*" (alj) . . *^ 

b. Whispered and "hidden" directions : ^ • • • 

1. Messenger boy . Choose a child to be the tnesseng^r boy ^arid* whisper 
a "message" to him. He chooses a child to recglv% the message and 
^ whispers the message to this child* Sample messages: "-Take off 
\>ne shoe.." "Turn around three times.", "Stand on one foot." The 
child who receives the message^acts out ^ the request. The other L« 
children then guess out 'loud wh%t -they thought the message wa^* 
When the children master ^he game, they can make- up their Own 
messages and you wiJl not need to initiate the Tae8sagfi8% • 
^. A mixed up story . "I*m going to tell you a story, but^you have td 
listen very closely because every once in a while I'm going to ask 
* Oi^e of you to do something. Like this: Once there was a little 
boy and - (Tony, touch your nose.) Are you ready? Once there was^ 
a 'little boy named Henry. One day his mother said - (Gary, stand 
up. Good Gary, you were listening.) One day Henry's mother said, 

y -6- ■ 




' . ■• r 

"1 ne^d a loaf of bread fron the store and I want you to go to 
th^e stojre for me -(Gil)i:ia, scratch your^earj^ Here is 25c. Be 
\ sure to - (Raise your hand^ Maria) bring baclc the change. Henry 
was a very 'careful bdy and 1 e did just ^at his ihother asked him 
• toldol But on the way home he- saw a friend and said - (Tony, • , 
clkp your. handsO ^^^^ Joe/ «While they were talking, he • 
dr.opped tlie ^^ney. , Joe-nhelaed hin^ find it ^nd away he went-, 
taking the^brpkd and*money *hx\me to. his mother," 




<:♦*, Games -whi^hemphaerize directions ;; 
■ 1>' Chia> clUn, chin . ' Seat^^the cTill^ren in^a group facing you. Pbint 
to your \hin.awi say,' "Chin, chin, chlnl". Then switch and point , 
to anothOT feature such as your eye but continue to say, "chin," 
The 'children must point to what,yojji say and ^ot to where you point. 

'SijDtton says, 'Thumbs 

*a comti^and with- 
follow the (Command. 
The children Aay take turns' replacing you as Simon-. 
3. Silly relay l three or^four children are^ adequate for a relay row* 
Place everyday^^items (a^chair, hat, mitten, traser) in a line ahead 
of the relay row. Give the first child ±t\ the row a command series; 
"Sit on the^ chair. .^Put onr the cap. Take off the cap. Jump ov.er^ 
•the mittens." After he completes .the series he runs back -to hiP 
team, taps the next player in line and g9es to the end of the llne,^ 
' Give the second c^ild a, different command seriea which involve tl\e 
' ' same objects; ■ '^WalkVaround the chair; Jump over the c^^; put on ^ . 

the mittens; take off the mitten^." Continue until 'eaph child, W 
^ had an opportunity tq*perform a command series. Q'^^^dually .increase - 
the complexity of the commands. , , - 



4. 



I say . Face the children-and act as a captain*. ' When* yovjj: command 
fits your action,, the children must follow.' Foij example: "I say,^ 
touch your feet," arid touch 'your ffeet* The children must do the 
same. However if you say^ "I say bend. over, arid then. raise your 
anfis in the air\ the* cliildren musjfc remain fetill and not follow 
the command. ^ . • ' ' * 



Purpoie : To de?8crlbe-^e world using, words to tell the; color of things 

- I Spy . child saysz spy something yellow (or any other color.)" He 
adds one clue at ;a time until soi^eone guesses the right object; "It is 
round," "It will bouhce." i 

"A ball" answers a child, wlio then spies Something 'anot; her coloif. 
Purpose ; to listen.- for det^ixs ^ 

The teacher tells dr/'reads* a ifkther short story ti^ the children. Then* 
she asks specific questions about" t^he story. This is^a tevealihg'^test^ 
for the quantity and quality of listening the children are doing. For^ 
example: ^^I'he boy ran into the room and called out' to his^mother, "See 
the new cap thtft Daddy gave me."' Hia mother said, "That <i^.. the best 
poWible gift for ^^tJcArember birthdUy. What did the \)oyh^a\ What did 
ife h^ve? Who gave him the gift? Why was hi given a girt? When was 
kis b^pthday? . * \ -^^'^ ' ^ 



Purpose ? To improve discrimination of rhyming , words and listening skills 

The t-eacher says two words at a time - "hard-lard or run-junp^''" ' The 
cmlldren s^and up ^f they hear that* the words rhyme* For. somewhat morp 
mature children the teacher says sentences: This seed makes good bird 
.feed« ' Jack put his tpols in the sack.^ John likes meat to eat* The 
childrefa tell the rh^jrfing words in the sentences. , _Do not write words 'on 
the board - this should be a listening exercise only. 

Purpose ; *To develop ability to listen, carefully 

What is Wronjj^ ^ .The teacher tells a story of four to'six sentences In 
length. One =of t'he Sentences will'not*'make*8enae or add* to the story. ' 
Example: J(f)^n has^a new sled. The sj-ed goes faist. The ^led is fainted 
red. Mary'^likes cookies, John wants the snow to COTxe^ John will ride 
his«sle(^\n the snow. ^ * ' . ^ 

Purpose :' ^ To improv<» listening skills and concept formation 

\ ' ^ ■ ' ' . / . 

Materials : Story *ooks, picture cut Srom coloring books, Utagazlnes, etc,.^ 

S.tory in Pictures . Children may listen to connect words or short stories 
with pictur^es. After placing^ tw^ mounted pictures on the chalkboard 'ledge, 
the teacher may say, "I am going to say two^words. k One pf them tells 
about a picture. ^ , Listen carefully to tell me^/which picture goes with/che * 
right word, ^xample; pictures bn ledge oxk cov>, dog, man; the teaoher^ 
says, 'horserdog»,\ and children point to the- picture of the 'dog. Use'^a 
variety of pictures and word pairs.*'* ' - 

This 'game may be changed to require higher^-level listening by having the 
members of the group . identify the proper picture to go with the paj^ts of 
a simple story. Mounted pictures -may be tnade from illustrations est from 
fivi-and-ten-cent-stpr^s books of f.olk tales and short stories. 1 First 
.have.^thje children listeji to the^ whole «tory;\ then say, "Look at the pic- 
twtes of our story <on the chalkboard* iedge. \now listen-to the story again. 
When 1 come W a place ^n the story ^:hat a pic^ture tells about, put your • • 
hand up. • Be, ready to show the picture ^hat go$s with a part oi our story."* 
With practice, children^ will pjfogjress frtSm ^ "tWu-plcturf^ -^tory" to a 
five-pict<ire story." V \ - \ 



Purpose : To listen for sequence ^of ideas 

Story Cut-UPS . A iatory on th^group^'s reading level is cut up into different 
parts and* perhaps pasted on cardboard. ' The teacher mixes the cut-up pieces 
and pasaes'them tb^he group. The child who thinks* he has the first part 
ol the story reads it. The other follow until all-parts have been read. 
The st;ory^ of ten becomes quite a different story from the original 9ne. 



\ ' .8- 12 



Auditory Memory 



• . Pi^rp^ose' ; To "improve'^i'lsteuing anS ineiacyr.y skills 

M aterials : 2 paper crowns ' * ' . • 

gcho Gam * Two children play the game at a time. The child wearing a 
crown labeled "Speaker" stands in one corner of the toom. The child 
vearing, a crown labeled., "echo" stai^&s in the opposite corner. "Speaker" 
^" V-says something in ajclear, natural tone. "Echo" repeats the words. 
*y* I^Then each chir^ passes his crown to another* Children like to sing the 
?80«if^"Little Sir^chto" ^ " inning or ending the game. 



Jurpose* : To ii^tove auditory -^emory and listening skills 
'MaUrlalD Drum 

The'ttechlpr or a pupil De^ts pn the'^'drum^ a certain nbmber of times, as 
all the jc4ilj.ldr^n listen. One child ^s called on to clap back the same . 
number. If' m responds correctly he may become the next drummer I 
Begin Vith s^pie beats! Then the game may be made nojre complex by " 

i>eating' three ff It beats and two slow beats or other combinations of > 

* this type. - ' - 

Purpose ; To give *[iractice in listening carefully -^o increase ohe's mem6ry 



Materials: . Rubber ball 



How Many Bounces ? The children close their eyes while the teacher ^ 
^ bounjcies the ball*4 times* The children listen and count silently. / 
* fhe teacher calls on A chil^ who may say, '^ou bounced the ball 4 times." 

If correct, the child may have the next turn to bounce. The ball may be 
. ' tfounced twice, ^ then a paus^e, .then bounced four times* The child \answers 
2 and 4. A further ada|>tatlon tidy be' to have him say 2 aqdr 4 a^e 6* 



Purpose : To' develop auditory sequential memory skills. , 

. ' * •* * 

a* Number Sequencing * (S^art with two or thfee numbers and increase 
, until^th.e child cannot repeat.) 1,2,3 - 1,2,3»4 -,1,2,3,4,5 - • 
, -5,4,-3,2,1 -\6,3,5,7 r 7,4.,7,'6,5 - 10,20^30 - 30;50,60 - 60,70,60,40 - 
) ' ^* ' 90,50,70,40 - 15,17,19,11 - 2^i35, 45, 55-^, 21,61, 7r,18 - 2,4,6,8 - 
8,6,4,2 - 22,24,26,46. * . , • 

- b*f Word Sequencing « (Directions as *)ove) boy,*ca^t,dog - dog, catV \ 

toy - run,hog,skip - skip, hop, run, jump - r un, hop, skip^, jump, swim - 
f' ^ ^wa§,saWj,went *- wa878aw,werit,for . * 
/ c. Instruction , SequencinR *X^ (Directions same as above) Go to'.the chalk- 
. ' board r p9 to the chalkboard; get a piece of chalk - Go to the chalk- 
. board; git a piece of chalk; ^>ing the chalk to me - Walk to the door; 
' tap three times; come to your seat ^^Clap your hands three times; ^ 
stamp your feet four times - wink your ey^j^ rub your nose; tojach your 

tdes: . Mir, ^^^^-^^ " 
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Purpose ; To de\ -lop auditory' memory' skills 



Materials : Paper and pencij. tdfT each pupil ^ [ 

Directions and Numbers . The^teacher ^ves th% pupils, equipped with 
paper and penciJL, the following directions: ^ , rv 

1. Listen to- this series of numbers and write the'third: 5-9-4-2-7 
2! Listen to thf& series of numbers and write the next one to the 
last. 3-7-2-9-8-5 

3. Listen to these nunibers and write the one in the series that Is 
closest to the number 3: 7-5r:Qr9-4-6 * ' 

4. Listen to tliese numbers and write the largest of them. 6-2-*7--5'-8~4-7 

5. Listen to these numbers and then write a number under 10 that is 
not mentiax\^d^ 6-2-8-4-9-7^ (Answer: 1,3,5) 

Vary instructions from simply to complex. 

•7 

Purpose : To listen carefully in order to develop memory span 

Kaleidoscope *^ Have 4 to 8 children stand in a row across the front of 
the room. XA leader names a c6l<5r for each of the players as the other 
children^'watch and listen. The children at their seats close their eyes 
putting their heada on their desks while the "colors" change places. 
Then /any child may* volunteer to name the color associated with each 
player. 

•The game should be simplified for younger or less able children by 
using a small number of colors. 
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Purpose : Recall of more abstract items: Digits, Letters and Rhythms 

a. . Tlote Counting in Proper Sequence . Juice time provides many oppor- 

tunities for simple counting. "How many children are absent today? 
How many cups (napkin^s, crackers) do we need?**- 

b. Telephone Numbers . - use telephones (play) for the children to call 
each other. The teacher, is the operator. Each child asks her for 
the telephone number of his friend. Give the more proficient children 

• a longer series to remember* , In order for the child to phone his 
friend, he repeats the serled[ correctly . If he makes a mlstak'e, 
the operator tells him he has a "wrong number" and gives Jiim the 
* number -to rep.eat again. ^ 

c. Elevatoy Boy . Choose one child as the elevator- boy or ^irl. The 
'other children Natfe passengers on the elevator. Each child in. turn 

names the floor*tat which he wants to get off. The elevator boy re- 
peats these numbers ajid ends by saying, "Everybody off*" Example: 
"Jirst floor, second floor, tenth floor, thirteenth floor, every-' 
body off." Xldeally^ th^ ohildr^n might give their numbers in 
order, but it is not necessary and t;he elevator boy may call the 
floors in whatever or^er rhey were first given.) 

d. Prepared Tapes for th^Tape Recorder . For motivation and to save 
time and give individukl help, prepare memory drill tapes. Vary 
these^ in content. Example: Record digits, beginning with only 

, two numbers* A pause follows during which the children listening 
. / repeat the .digits. Gradually increase the number of digits given. 
The same tape can be used for several sessions. (Material in ^ 
addition to. digits can, of course, be recorded and repeated in the 
specified order by the children.) 
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e. Finger Puppets and Hand Puppets . Puppets help to motivate memory 
drills. The puppet may present a series o^ digits, letters, non- 
sense syllables i or words and the children repeat the sequende. 
Later the teacher may present the material and a child may use the 
puppet to repeat the sequence. 

f. ,Rhy thms ♦ The children can -repeat rhythmic patterns with coffee can* 
' .drums, rhythm sticks, or hand, clapping. Vary the patterns: short, 

• long; short, short, long;, loujd, soft; etc. 

g. The Giant ^s Garden . Tell a /'tory about a giant who needs children to 
help him weed his garden. Every. /uhlld who walks past his house must 
repeat what the' giant says to him, or else he has to help the giant. 

As they pass, the giant (teacher)- says three or four nonsense syllables 
(ro-de-dum, fe-ti-rap). The^ child must say them back correctly. If 
he cannot, he goes to a part of the room designated as the*'garden to 
hoe weeds. Increase the sequence or substitute words, *dlgits, or 
, letters. 



PurpQse ; To sequence a series of words 

Materials : Any list of spelling words or reading words 

Ask the children to listen ^while you read a short ^eries of words. Then 
ask the child to repeat what you have said. As the' childten, are success-v— 
ful, increase the number of words In the sequence. Variation : Use series 
or rhyming words. Use series of words beginning with the same Initial 
sounds. ' ^ 



Purpose : To sequence a series of dir-ections 

Give children a series of silly commands (Hop to the door,' etc.) to be 
completed by the children individually. After giving the commands ask 
the child to repeat the dire^tions*comple..-:ly before performing the 
tasks. Ask. children to be teacher and give you and the class commands. 



Purpose : To sequence a series of events. * ^ ^ , 

Materials : Flannel board with characters to go along with the story, or 
* * puppet figures ^ 

Tell the story using the flannel board pictures. Have the ^children then 
repeat the story and place the characters as they re- tell the stoiry. The 
story also could be done in pantomine by the children the second time* 



Purpose ; Review of turricular materials, such as class or category, pro- 
vides a routine situation for evaluating and developing auditory 
memory. Initially, props (miniatures, pictures, blackboard clues) 
may be used; later , these activities may be performed with out 
visual clues. 

a. Geometric Shapes . When revieWing'^^^geometric shape request a specific 
order of presentation. **Now, I want you to listen very closely. I 
am going to call out three different shapes. Then you will tell every- 
/ one those names and hold up the shapes In the order they were named. 
Darlene, I am going to call on you first: A rectangle, a triangle, • 
a circle. Now you say them. Now hold them up — first, the rectangle. 
That*s it." Give each child a turnj^t^ 
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. Grocery List * Initially use props for this game: an egg carton, a 
butter box, a soap container, empliy tin cans with the^labels left on* 
Place each item on the table as it is added to the grocery list. 

* went to the store to buy butter. I went to the store to buy butter 
and eg^s. I went to the store to buy batter, eggs 'and milji:." In- 
dividually and as a group' the children repeat the list as it grows * - 
Later, the children may be- able to play the game without pjops^ 
Grocery Store is an alternate way of playirfg this game* Begin with * 
three grocery containers. "Let's pretend this shelf is a grocery 
store and I am pjatting out some groceries. What have T put on -this 
shelf? Let's name them: milk, eggs, oleo. Gootfl Now turn around 

^and iook at this side of tjie room* Don't look back. Tell me the 
things we put on the shelf^* What was first? What came next? What 
was last? Good. J^ow I will change the groceries. Let's name them 
now: oleo, milk, eggs. Now 'turn around and look across the room. * 
Tell me things we put on the ^helf." - . ^ 

Suitcase Packing . At first use a small suitcase and actual it em?* 
Later, the game may be played without props* Example! Child One: 
"I am- going on a trip* I will pqt shoes in my suitcase*" Child Two: 
"I am going on, a trip. I will put sh^s and socks in'my suitcase^." 
Child Thr^e: "I am going on a trip. I will put shoes, and socks and 
a toothbrush in my suitcase*" Each child repeats the previous list 
and adds a new items* 

The Farm * "The farmer went into the bam and saw a horse* Tke farmer 
*went into the bam and saw a horse and a cow*" Rubber animals or^ 
animal pictures may be used at first according to the procedure in 
c tabove* ' - ' 

The Garden * "The farmer's wife went into the garden to pick beans* 
The -farmer's wife weftt into the garden to pick beans and corn." 
Vegetable pictures may be used at first to stimulate responses; 
pl^ as in c above* * * . " 

Animals in the Barn * Cut out a picture of a bam and past^e it to a^ ^ 
side of a small box* Pin the box ta. th^flannel board. • Use f arj^x* 
animals from a flannel board set or i&gazlne'Cut ot^^s* "^Jiave^^ 
picture on' the flannel board that li'-going "^ifiSJ.p^a^play ^ imiraber^r 
ing game. I'm sure everybne^ knows what/thM Is* !,kigm;I,/ it-Is flff"' . • ^ 
bam* Now in this barn e^^^^^?s^^anlmsila\ If you .ll"tttktnVyou wilj^.; ,^ 
know which animals are barn becfi^&e*' I an^ going: t^make some * 

animal sounds* I will^mapTm^ or three ^sounds so don ' r say anything 
until I finish* Then Jb^Jt;^'a^k s^eori^ tell th^ name^^f the^ ^ 
animals whose sound.s made^ ' If^oui.ape' riglit,^ib animals^wlll * 
.^come put of the ba^i;;^^^^ Ready?" A|.jt4'r .a ch'^jLd has .nam^d- t^>,aniraalfif 
in ^he right sequence r^emove thjm f rom .tjhe Jb|rn-^d p'l^ce-fth;fan 6n\^- 
the flannel board .i;^'An^ther\child can piit them' biick intq.tlfe bam in , 
the order in whi(^ t\iey;^ame^ out*^ Cpntln<ie t;tite>^ifli^'with .anothjcr 
sequence of animals ; ' . y^^,^ ; ^ / ^ / 

On Our Way to School . ^*!Did yoi^, see aq^^hlng».|8(p«^ on ^our way to , 
school thiSh^orft^g? Goq^w Some of yoxif^Ld.\/ti^^^ pl«jfy a remember- 
ing game al?ou\ tffe things m s^w *o^- tfte way to^ scj*oK /Tirry^what 
did you seet (A. squirrel.) ^cS^yj/ou aay, 'Gn ^ur warn t^o school we 
saw a squifrel,. '' * Joe, what ^id v^^ee? ^^^^ five tr^jL.> Aid It'to 
Terry's senti&fi^ce. Say, 'On our,^y&y»to school we aaw:^a^^^^ and 
a fire trjjick'l^" , " ^ . 4, ^ ' / 

We Went to, the Zoo . "Can we *play oufi^t^embering game ^Wig the zoo 
anfjnals?^, Thia^jdme .we might say, 'We w^nt to the zob^^lwe saw an 
elephant^th^ ate peanuts.' Let's say that together. Tina,^ can you 
tell us another animal and.>some thing about it?1 (A zebra with stripes.) 
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' Good. Now let's talk about both- animals. !4?e went to the zoo;^ We ^ 
'saw an elephant that ate ^peanuts and a zebra with stripes.' , Wliafcs.8lTall 
we add next?" ' * , ' ' 

i. • Vegeta'ble .Soup (or other food- categories) . "How many pf jp'u like^ 

vegetable j^oup. ^ Can you name some of the vegetables that we ^ use ;ln / 
making vegetable soup? Good, you named quite a fj^w.^ Nov let's play 
* a game to seja how well you can remember the vegetables Chat are us^ * 
in the soup.' We will play the game this wa^: the f Ifst'^person; will 
say, 'rmade some vegetable soup. . In my soup*I put- some tomatoes. ' ^k. 
T\je. next person will ^ay tfiat and add another Vegetable xa tlie «5>up, 
^ 'I made' 3ome vegetable soup. In my soup I put some tomatoer. antf B^ns* ' ' y'^ 
The next person will' add bne more vegetable." ^ ^ j^>i ' ' 

j . M.emory Games Related .to. Other Currlcular Content . AdSpt^ebpeclaliy ^ • , ' ^ ^ 
during oral reviews; lists of related- material to- a memoiy -^ame fortaat. \^ 
Animals and foods ahve been^'illustrated above; similar -games might in- 
clude colors, furniture, clothing, vehicles. T.i^^^ ' ^ 

k. Fruit Salad (or. other food categories) . • "How m^ny of ^ou 'boys and 
girls like fruit? If we mix fruits together, we would have a fruit 
salad* Name some of the friiits that might be used.' Dd you remdnber 
how we played the vegetable 3oup game? Finel We'll'play the fruit 
salad game the saine way." (See i above.) ^ 

• • 

Purpose ; To hear directions and to remember and fallow them through 

Materials : Bencils or crayons and paper (d'iregrtions can be put on tape 
for individual listening) \^ - 

Directions would be ; In block 3 write your name, in block 10 draw a 
^red circle, in block 15 draw a yellow line, etc. The child listens ) 
and performs each task as directed. Be sure to pause between directions, 
so that child has time to finish one task b4forfe he moves to another. 
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Purpose ; To develop auditory and Vocal sequential memory skills 

Rhymes > Repeat the rhyme- line-by-line until the child can say all four 
IJLnes. Let each'^child name something different to carry to town in his 
^^basket ,as the activity progresses. , 



>^ RhyJe . 



'ist child 2nd child 



^^mtlaft go down, I Tnusfc gb down, I^ust go down, 

Mwn to ihi»^ town, Down to the town, . Down to th« town, . 

Dl)wn to the towrt *. * Down to the -town Down to the -^own 

With my basket ; With ijiy basket of egg^. With my basket of eggs & 

, , ' ' ' nuts, etc. 



The game jaay continue in othis manner until the last line Is too long to 
remember. Reward the child who is able to say the longest line by . 
allowing kim to be first in, the game the next time. 
\ ' 

Recall of Songs, Finger Plays ai(d Nursery Rhymes 

- Most preschool ,and kindergarten music and activity books contain materials 
which emphasize sequenced or ordered Items. the ^following are typical and 
^ do not represent a complete list. , • * 
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"a.. Sequence Number . \. ' 

^'Xen Little Indians" ' / » 
"Band of Angela"' \ : ^ 

"Three Crows" / [ 

* "'One Potato,. Two'Potato" *' 
\ ^"One, Two/Bdikie My Shoe" ' * * , 
b. ♦ Sequence of Tt&s-or Objiects . V ^ \^ . 

'"Old MacDonald IWd a Farm" • . - ' ' \ , ; 
/"The Fartffer in the Dell" ■ " . . , . \ 

V "Sally* s 'H^f^r" ' . ^ 



Sally* s 'Htomrtr" ' - ' . ' ' < 

"Tills Old Mau'* \ • * ^ 

"I Know an, Old' Lady" 
"The Mulberi;y Bush" 
"The Wheels on the Bxxg" 



Purpose ; Rec^'of directi<{p8 V 




. Do and Tell . Whisper a short * series Of directions such aa^ ^'^^^ 
the door, Knock on it once/ ^nd come back to youi^ seat. Now tel^ us 
what you did/^ Be sure the instructions ar^ notJtoo V;bmplicated and ^ 
that the main factor ixivolvediis memory and' not the motor requirejients* '^ t 

* Reviewing > Direc ti<fhs . When presenting a lesson f/a subsequent occasions,' * 
allow time for the Qhil'drii^.to attempt to recall basic jdireqtions. 
before' you provide instructions. "Tpday *we are going, jto tratt" <;ir9l^CX >. 

\ again. Tfe]J..me what we will need (paper, crayons^ insets). Good, \ .^.^ 
^;here are tiiQ materials. N051 ieil m^ what we must do first." \^ 
Fruit Basket Upset . The ch;lldren sit in a circle and ^he teadher/ ' " A 
' ^its in the center. . Count off the, childreii by a884.gning the^iwjiies • ' f" 
of four common fruits Xapple, orange, bfinana, peatX* The* tea^ofter' ^' -1' 
calls out\the names of two fruits.. The children with tih^rt deslgnatidf^^ 
, exchange platfea. When, the teAc^^r calls, ^Fruit basket^ upset," all 
rte*c|iildret\r in th-^. circle exchange places. Later a child .may ^.^mlace " 1 
the.teachet* as the caller in the center of^the circle, ^^iati'^s^of 
t^s game may be used .t<s,^ef],ect .other, areas of the curriculiirf: , 
Assign numerals one throu^^i f our^ Th?' upset word is "Arithmetic ." u * 
Assign the names of four barnyard animals. ^The u^set word is -'Barnylrd?" 

• 'Assign the .names of four jung|e animals. ^ Tile upset word is "Jungle." 

•Assign tlie names of four co^foraf. The upset word is "^inbow." • 

Assign the names of fojir geometric shapes." The upset word .Isli'Shajes^' %■ 



Purpose ; Auditory memory 
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Game . Oner child is It. He touches an object 'and i^ames it. 
Then' he tags' a second player who touches apd names that object^ and a 
new one. He then tags a third player who touches and names tlik first 
two objects and adds third. Continue until somepme misses an* object; 
then Uegin with a new It. . ' ^ 



Purpose ; To remember and follow directions in the cprrect sequence 

Ring the Bell. The children sit on the floor in a xircle witfi the bell 
in the center. ^ The teacher gives a direction and^ calls on a child to 

■ \ .-"-.is/ 
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carry it out. Sample directions^ are J ^Hop to the bell jon one foot, ring 
it axrf return to* your place hopping on the other foot* Walfc to the bell, 
walk around it and ring the bell 3 time^. Skip tfo the bell, ring it 
twice, put it down, hop to your^ place. ^ Aftet the children are familiar 
with the type 'of directions given, allow a chfld who has successfully ' 
followed the directions to choose the next per^n^d give the commands * 
Vary directions from simple .to qompl^x. ^ p 

To impriDv^ ,discriml|j|u.on of rhyming and non-rhyming words and 
a#cff torj^ memory' ^ 7 . . . 7 

o^^e pu;^ilg-*I will, ^ay three words to^lbu; t^o, of^jfelft^ords 
buVone .ia* as dlff^r^t as Van be. *^ti«ten crairefully so*'that 
yoM.c^ tell; me ihe^^^" wprdql^that^^ are *me- * Y 

tree-»run.** Whal^^worjls Thyme?'^^ Pati^e ^f or ' response, **Yes, and > 

^^ree; xYtyme.'' ^ ^ / . v. ♦ ^ -V { ; 

Oth^r groups of worda^ar^: me-but-she; "mew-^rfeW-or ; my-at-I; bail-wall- 
f toys;. w>ty-hasT|>lay; red-said-wet; guess-did-yfes; away-play-my; d^ke- 

for-makeVJiide-ri^^hite. Such words are for oral wd audit6ry pMc^ 
/t^ce and should nit be presented visually^^t' tlie early 'primary st;ag\^^ 

Putpose ; RecaH of story content ' v . ' 

a. .ypw You" Tell" It ^^ .TaH a simple stiory and have the c:hildren repeat 
the events in ,t^>i:der of. their oVcurrenc^.* Ilelp the children Jh^ 
asking "What lif^penetf 'lifter that?" siml^^y, review longer stwles 

' ^ich you iiave .reA,d .to the children sever^V t'iries. f Stories such ai 
Tlie Thfee^ Bears, *T-he. Gingerbread' Man and The" Carrot^eed lend them- 

' selves to sequential recall; however,. any story m^NJe adapted to • 
such a, review. " • . " * 

b. Official Answer er. 'Select one cjiild to sit beside ths/teafcher whl\e 
V. 4 story is .b^^g -rea^ to the group :^ "Angle is going to listen to 

tfeis stqry v«y carefully. ' She will listen for the^ names of the - 
j.people^ in the story.* ;She will remember rwhat happens in 'the stor^. 
^sWh6n the story is over, we will ask ^hei? dpme quej^tionil If- she 
can* tvtemember, she might call on someone' else to helo her ." 

#1?urpose : To improve listening and memoi^y skills 

^ . ' ) \ ' ' 

Moat children loAie a ^taA tale. Let 4;hem take turns reading '^a loud and , 
listening j:o stories about Paul Biinyan, Mike Fink or othe^ such clvaracters^ 
Those T^o'ara not|jr^ding are to listen wltfi closed books for all' kinds 
of, exaggeration.' Afl^^r each page has been read, trie pupils enumerate 
the exaggfi^tlons thm can jr^emember • Have th^m comment 9S^sthe way ah 
€6caggerator should -t^k — «cb though he hinTself were JjnpresTCd with tiic 
alleged 'facts andytfelieved them. ^ ^ 




y Auditory Discrimination 



Purpose ; To develop auilltory reception skills 

, Identifying Familiar Sounds% / (Let the- child afelect picture of thjs objecj 
when attempting to identify the sound. Use a-^tape recorder.), ' ~ * / 

. 1, Tage anim^r sounds., -(^ird-; dog, cat, pig, cow) . */ 
; 2, T^€..hviD^ vo4.ces'J " (qhiid, 'man, woman, baby) ^ / ^ 

^ 3. Tape bells or horns. ' ,(<|poF iJell, scfhppl bell, 'siren, telephone, car 
^ " horn, struck horn)' '^^^^ " , «► • 

'^^P^ hdtne noise8# (ifunnln'g water, mlxerv laughter^ door slamming, 
^ ' ' vacuum cleaner) - " > . ^ , /i ^ ' , , \i • 

Purpose :. To^ebognize familiar ^oynds- * JiiscrJ^inate/betwji^ likenesses 
and differences of f amiliar^ sound^^ Jo help develop aud4.t:fefy 

memary. * , :\\' ./ •^ , ' ^ , 

Material^ ; Pictures of objects and tap6 of the'^^ounds pf^ those objects* 

a. Show and discuss 5 of the pictures. Listen to th^. 5 'soUuda* Bave ^ ^ 
the cKlldren identify the picture wifrh the correct 2^und\ Repeat the 
procedure, for the next car^s. •/> • ^ 

b, niyPut the 'pictujflii^sldA.' lfe!ve the' childi^* name the first doimd * 

heard, second souncf heard, 'et!c* ^ \ \ . * ' 

c, ' Di^ten to more soundsX^ D^scij^s founds which are similar, founds 

which are different^. Cbntinue procedure. * 

d. . x^oose a ifpecifAc area, e.g. volces-^f people, hav« the children 

cblap hands each time the voices ar^ heard. Coiitinuet ^is procedure 

tO^ci-aSSlfjr 8^8.' •'^^ - , < a . ^ - ,,\^ - 

To discriminate between. loud and soft sounds 

Materials ; » Hammer, whistle, similar ^objects in ^he classroom . 

^ 'Ask the thl^ial^en to identify familiar sounoW that^^are Ifoud aQQ 

familiar sounds that are very soft; the bang of a Uamfer and a^ light 
\ap oT^the hammer, a loud shrill blast on the whistle and a quiet toot, 
a whisper and a shout. .The teacher may ^k the children to make addi- 
tional sounds, ^ For example: What souna%ill a big bell make? What sound 
will a small bell make? What sound will'^ big dog make? What sound \rilV 
\- a puppy make? I^at sound will a big rooster mak%? What sound will a . r 
little cKlck make? 

-A •■ ■ 

. Putpose :' To develdp auditory discrimination ability, ; To increase auddtory 
memory, ability^ ^ # ^ * . ^ ' ^ - 




Materials: Rhythm band instruments 'or, reproductions on tapas 



ft. -4. 



a. The student will b.egin by distinguishing between various sgunds 
presented. ' - . 

b. The students will distinguish between various tones of similar 
instruments (example^ bells, xylophone, triangle) 

c. Sequences of instruments will be played for children to identify. 




Purpose ; Jo improve ability identify the. direction from which a . 
sound oi;iginates • \" ' , >\ 

. \ " • • - ' 

• Materials : Bell 

Who Has the Bell? One pupil .Ir selected to be the listener . He 
stands in front of the room with his back to the class The leader 
moves quietly arouivd ^he room jrtth' the bell,' which he places In ^ the, 
lap of a child. The leader then goes to the front- of the room and 
says, "Ring the bell, who has the t>ell?" .The child who has, the belX 
rings it. The listener his' three"^ guesses .to. find out the name of the 
'child who- rang the b^l. * If he names the cKild who raing the bell 
correctly, the i isomer *l>ccom|s the next leader and* the bell'-ringer 
becomes the next listener.^ If he doe^ not succeed in naming the 
bell-ringer in three guesses, another listener is chosen. . 

t 

" Purpose ; Sound direction and*loudness, rhythm and tone 

, Material^r : Clock (wind), rhythm instruments, tapes of daily sounds, 
rhyming lotto ' ' * . 

\^ ' ' 

ya.* Hidfe a ticking clock while the children close their eyes. The 

children move about the ^ room quietly to find the clock, aided in. 
i their search by the ticking. The finder of the clock becomes the 

^ch'ild to hide, the clock for the secpnd game. 
Xb. Rhythm 

1. Body Movement . When the music plays slowly, the .chil4ren 
should movfe slowly; as it speeds up, so should they. Begin 
tttio activity with a drum". Each time tiiey hear it, ,the * 
children should take a step. Af first, the beat will be 
slow' and evea. Later, it should be faster and 'the children 
should be running. After the drum, piano chords can be used. 
FinaliV,^ musical pieces- of increasing complexity can be ^ 
* ♦ introdu)eied as the children gain the ability to Interpret 
teppo la tausic into a aorresponding temposin movement. 
Rhythm Instrumen^^ .. Thtf children learn to reproduc^^ rhythmic 
pattdfn4-of increasing complexity with a variety of simple 
Instruments . (Hand clapping toay ut^ ^sed at first, but the 
rhybhm ihstrumetitS' provide better, motivationl) Sample rhythm: 
1-2-3-4 (Instruments struck .or sounded on first beat only) 
1-2- 3-^^ (On the firqt & third beats) 

1-2-3-4^ <^ long sound on bekts one and three and a short sound 

on "beats two and four.) ' 
Teach variations with coj&iblnations of loud-soft or of skipped 
beats.' Similar variations may be introduced with* a. 1-2-3 
rhythm. When tfhe .children are able to maintain the rhythm, a 
piano melody may be superimposed. Unison counting helps to 
maintain ,the rhythm. ii - ^ 



1 
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c. "Tone^ ^ ' 

•I. Pii3Lt\o Scales , ."My fingers -cati- work up"^ the pikno." (Play the 
scale O "Can you hear them?i-^ Npw what happened?" (Slide down 
the scale*:) Play scale slowly f "Am I walking or running? Am, 
I playing loudly or softly^^^ ♦ 
2. Glass Bells By filling iiantical glass tumblers with graduated 
amounts of «water^^ou xcan cr«lte m scale of eight tones which can 
riug" by tapping them, with, something long and metal such as a ^ 
knitting heedle^ Initially pr^s^ent only two glasses to the 
chUd and ask him to select 'i:^^ higher and lower sound « Ideally, 
a child- would Be able to arrange the/ eight glasses in the order ' 
' of tbe "dhromatic ^cale; .but such k performance would not be re- 
quired of all children. As the child's acuity in auditory dis- 
crimination develops, increase the number of gl^^ses.to be 
' arranged.^ Skill in arranging' four or five'b^lls would be con- 
s,idered an .adequate performance 

d. ^ identifying Everyday Sounds . ' 

L. Classroom Tapes . Make a tape recoijding of various ordinary 
sounds: the pl^ng, drum, dood? shutting, children clapping, 
someone walking, or runijing (water), a teacher 'talking, * etc. 
Leave a space after each* sound for n the children to identify • 
it: "Listen cl9sely to the souisds. tf-yoii liiow what any of . 
them are, 'raise youi: hand. Close your eyes dnd tell me^what 
/ this^ soimd is.'* (9rag a chair ficross'the floor.) "All>y^ 
' right/ ^open your eyes. What was it?" ^If the children hive 
/ the id^a,^ start the tape:^ If * thejr don't, try other examples 
/ bi^fore using the tape. J ' . 

/ 2. Sounds I Hear ^ ' (Four 33 l/3*r.'f);m. records**$l6.50 the set - 
' I ^ S<fott Foresmatl and Co.). "Sounds around" the House," "Sounds - 
around the Farm," "Sounds in the Zoo,^ "Sounds around the. 
Neighborhoc}d,"^and "Sounds alound the School." falhese recdrds 
may be uded with or without ^he accompanying picture card 
^ l^hotographs as a visual aid. This, set is useful f or 'combining 
/ auditory Ulsc^lmln^tion with oral expression. 

|B. Discerning Rhyming Wordf ' 

/ 1. Rhyming Lotto . Mak^ a Ijotto-boafd by drawing squares on card- 
board and pasting pictures of objects familiar ^to the thild in 
the squares. Make t<fe^ lotto "rhyming" by. mount 1^^ pictures on 
cut-out squares o'f objects that rhyme with those bn the board. 
^ Ask the child tO' match th,e two sets of pictures. It will be 
helpful to .the child to hear the names of the objects, so ask 
^him to label those on the board before you begin the game. As 
^/you turn over the cards ask, "What is "this? Yes, it's- a moon. 
Now, who has a picture whose* names rhymes" with moon?" 

Purpose : To train auditory seftse aifid deveJLop the -ability to concentrate,. 
To help develop a sense of ord^r. ' . ■ * 

Materials: Boxes or contain dts - all identical in size, shape ajid 

weight. ^ HaX^ will tiave red tapes the other haliE blue. 
Fill .Cuch pair (1 red-1 blue) with identical mater4als" that 
will produce a sound (beans, rice', ^bells', papdr clips, 
pennies r etc#) ' ■ . ' * 

.. 22 • • ■ ■ 



. ' ■ • ' ■■ / • . ■ - f ■ 

a. Present 2. shakers^ of > the saiiie coior to class. Have them, identify 
•differences in the sounds (loud-soft) • Then try to match 1 color 

' with it* 3 "Identical sound in the other color. Do this until all 
are matched. . " . ' , . - 

b. Grade the sets .according to sound, deciding which is louder or 
softer than the 1 ^st^sounded. After one set has befett" graded 

i.ask the children individually to grade the, other set matching 
it to the oj:her set. Check- for error. / 

c. ^ After t^ie^child has* learned to match the sounds following the above 

procedures the exercise can be extended by placing the 2 sets of 
the shakers at sojae distance from each other. The teacher selects 
' a cpntainer <joitf'the set closest/ to the child, shakes it, and asks 
' tl?e child .to find the matching sound from the set which has, been 
placea in another part of the room. 

Purpose : ^ To st^reng then listening skills ^ * 

Materials ; Familiar stdry^with clearly Identified characters who 
reappeaf 'in^tWe story several times. *I^truments. 

Choose or let children choose 'an appropriate rhythm Instrument to ' 
represent each character in the story. Give each instrument to a. 
different chiljd." As the teacher reads the story, ask each child who 
holds an 'instrument to play it when he heafs his chatacter mentioned. 
Read the story- again and ask 'children to play their iniftruments when 
their characters aria mentioned, trying to make the iistrument^ tell how. 
the character in the story is acting or feeling at the moment, i.e.^, 
fear might be demonstrated by sliaklhg; stomping by thumping the instru- 
ment; knocking, by knocking; tip-toeing, by tapping lightly; running, 
by successive rapid tapping. The story m^ be repeated several times, 
or new stories and new instruments may be chosen. 



Purpose : To strengthen thp child *s ability in Ustetflrg to directions 

Do- "Simon Says" or change to anc^her phrase^such as "do this." You* 
demonstrate a»ll movements, the, children only follow those directions 

'preceded by, "Do this " The better listeners then become the 

teachers. < / ■ ' 

- Purpose : To ^ay a poem .together so all children 'p^ticlpate orally 
on an equal basis. ^ ' ^ 



Fish. 

All: Look at theio, flit Lickity split 



Gr6up 1 
Group 2 
Group 3 
. GrcJup 4 
Grot4p 1 
Group 2 
Group ^ 
Group^ 4 



Wiggling 
Swiggling 
Swerving /. 
Curving \ ' - • ^ 

Hurrying • 
Scur^rying ^ 
Chasing *>0 
Rading , ^ ' 



. Grpup 1; Whizzing 
Group 2: Whisking 
Group 3: Flying 
Group 4: Frisking 
All: Tearing around 

With a leap and a bound 



^roup 1 

Group 2 

Group 3 

Group 4 



But none of them making the tiniest 

tiniest 

tiniest 

tiniest soqnd 
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CHAPTER II 

LANGUAGE DEVELOPMENT - EXPRESSIVE SKILLS 



Auditory Vocal Association 



Purpose : To be able to hear and to say'initial consonant sounds, 
be able to relate initial sounds to pictures. 



Materials : Old Itch Game - Deck of ^68 cards, ^inciu^ing 67 cards with^ . , 
pictures of* things who names start, with consonant sdunds ' * 
and one Old Itch card.. 

,The teacher first shows and discuss^ all of the pictures on the cards, 
. demonstrating the relationship between the pictures and t^ie^heginn;lng ^| 
consonant sounds/ Thfe game {3 then played like the fajnilia/Old M4id. 

* With 2. players for instancy, each player gets. 7 cards and the garo^ P^^" 4^ 
ceeds as follows: ' . * ^ * ' ^ 

^ . . ' • . ■ ■ ■ -l ' 

a. Player #1 marches various .cards by matching initial -Consonant 
sounds. He then discards 'his matched pairs by placing them in^ 
front of him and saying the najnes of the pictures. Player '#2 
follows the^same steps. , , .x ' 

b. After the first round, .each player is allowed to draw from either ^ 
the deck or his fellow player's hand. . If >he still cannot malce a 
Hiatch, he must forfeit his turn. '* 

c. Game enjis^vhen all possible pairs have ^en matched and one player 
is lef t^,with the Old Itch Card* " • T ' * ' 

Depending upon the ability leVel Of the students and the goals of' the 
activity, alphabetizing the cards in the player's hand and a sentence- 
making can be objects of ^the game in addition to matching initial 
^ sounds. Concepts in counting can also be set up by .askLag players to 

count their pairs.- The winner is the player with the^iiiost^pairs . ^ 

* .Purgose: To recognize b^ginning sounds. To fomt words. "^To develop 

phonic association. 

Materials: Language Master , cards and matching pictures 

a.' Discuss name of each picture^ See if child is able to match word and 
^ pjlcture, repeating the worj^ and then spelling it, .as it is matched to 
, * » the picture. 

•b. Tut, both the picture a^d matching word on blank card for the Language 
'^Master (done with'paper clips). Hav^ c>ild repeat word 3 times as 'it 
g(fkt3 through record cycle on L.M. for auditory-visual relationship. 

> ' ' . ' ' 



E 



. c. Remove picture as stimulus, have child listen to his owi> voice", 

repeating the wor4 as he sees it/ Remove w^rifc^rds frptxthe L.M, 
and .check for retention^ This can be* done over a spacf^ oft several 
__^day^ to check retention • k>\ ' 



,4^ 



0 



% » , . 

Purpose : To give practice- in listening to recognize word beginnlngSu . 

The children st;and. The teachers say, "Listen for words that feegln 
like____^," (using a word that begins with a single conson'ant, e.g.,- ' 
mild) ''Clap when^ypu hear^ one. If you clap at a word that does not. 
begin as (milk) does, you must sit down." The teacher then a(aya*four . 
words,' some of which begin 'like milk. For example, she might say, 
' my, ^ much,' house, man." After a number have had to sit down, all ^tijnd 
' again and the- game resumes with another beginning sound. 

'Purpose : To le^rn that many words begin alike " . , 

Say pairs of words and ask th^-.phildren to Identify tiioae*tbAt b^gln ♦ 
alike and those that begin differently. Children' can tap when the' ^ 
pairs of words begin with the same sound. Names of children In the 
classroom m^ake a good, beginning list. ' , • 



Purpose ; To d,p choraJL^s^^eakixig. 
Elevator . 

Sold: Push the button — 
Unison: Close*^the door. 

Solo: Push a button— 
* Unison: Second floor.' 

Solo: The box goes. up — 
Unison: i&d up, and up. ^ 

Solo: P^sh a button-:- 
Onlson; 'The doo^--slides open. 

Solo: Down ;we g 1 Id e — 
Unison: "What a ride 




Solo : ^ Open the door — 
Unison: .-Main floor. 



. Purpose : ChoraJ. reading 

Likes and Dislikes . 

Unison: What do you like to. do? 
Child 1: • Ride my bike! 
Child '2: Take a hike.' 
Child 3: .Eat Ice creami 
Child 4: Laugh and scream I 



Unison: 
^ Child 5 
Child 6 
Child 7 
Child 8 



What do you hate to do 
Dust my room I 
Use a broom I 
Wash my face! ' • ' 
Lose a race! 



Parpose ; To strengthen the ability to use complete sentences , 

Materials ; Bag filled vith small object^ of different shapes and textures 

Individual students place their hand in the 'bag and obtain an object. 
While keeping the object hidden, the student 4escribes that he can feel 
about the object. The stcident should, be- encouraged to use comprete 
sentences'. The other students then begin to guess what the object is 

by saying, **Is it ? Could it be Allow all students to 

take turns. 

• > 

\ 

Purpose : To give practice in listening so that players will improve^ 

* th^ir use of the English language 

* t» • 

The leader;^g^ve^ a sentence in which a wotd has be^n used incorrectly, 
as ''He has Went' away." The player who recognizes the error mu^t ^ 
correct It,, as, "He has gone away" or "He went, away." This player then 
becotnes the, next leader.- 

/ • . ■ " 

Purpose ;. The child will say words and phrases he has never said before 

i , 

Chfoose stories that have repeating lines so -that children can join in<» 
the repetitions.* Examples are: The Little Red Hen , The Three Little 
Pigs , and. ^The "Three l^ears* . Many modern stories also have repeated lines. 

Purpose : To use words ,pf opposite meaning' 

Pronounce each descriptive yord on the left. Individual children n&ne 
• the oppqsites. ' ^ 

' > ' • ' ' . r 

asleep-awake ' old-new 

' bfave-.af raid - right-wrong 

7^, cold-hpt:\(warm) ^ ' \ ' rough-^smooth 

^ dark- light sad-happy '^'^ 

^. . * deep-shallow ' ; sharp-dull 

^ fat- thin > <' ' ' sick-Well . 

. Z*" •full-empt;yj;' ' straight-crooked 

tight-loos'e ; strong-weak 

V good-bad' ' tall-short 
Idj^e-Small thirx-thick 
long^sho'rt ^ wet-dry 

\ ' ^' lost-found • ^ i ' sweet-sour 

V noisy-quiet ' sunny-rainy 
. ^ ^ ' • 

» ' Plirpose : To, stres^ ^thase words that° give meanings to the sentence 



.Write on^ sentence on the board six times and underline a different wordy 
eacJh time. The classi reads the sentences, stressing each underlined 
•Word, tiisciigs meanings of the sentences with them, r am going to the 
cirev'^. (I'm theionly one) I 'am going "to the circus. (Whether you say • 
^'so (St not)' I am going to the circus. (I'm on my way) I am going to 



the circus* (Not from it) I am going to^ the circus, (The best one 
of all) I am going to the circus (Not to the store). 



Purpose : Proper sequencing of sentence parts 

The children hear a sentence that does not make sense. The teacher tells 
them that if they turn the words in the sentence around, the sentence 
will make sense. She gives an*example: "The man ^>±t the snake; the 
linake bit the man,!' Then she asks the children to change the order of 
words in other sentences ^ Some examples; The chalkboard erased the 
teacher. The m±lk drank Ann, His shoe tied Tom, The story read* my 
mother. 



Purpoi^e : To stimulate the p'roduction of meaningful language and accurate 
listening ; 

Short- film stripe^are especially adapted to storytelling or brief 
explanation by children. Many of the film strips prepared by Brltannlca 
Films, Coronet Films, Jam Handy, etc, may be accompanied by the child *s 
story >r description as the different frames are projected.. The other 
children should listen for correct details or omissions. After a film 
strip has been shown several times,* some* children may be able to des- 
cribe its content in some detail without showing the pictures. The 
rest of the group should listen for accuracy of detail and for sequence. 

Purpose : Reinf oif6e hypothetical or inferred association- 

a. Auditory Association at Storytime , Auditory association activities 
^ire easily incorporated into a traditional storyfime. Questions 

• wuich are not literally factual or closely dependent upon immediate 
recall from the story should be used. Examples: "Why did the dog 
find his way home before the little boy? Why was the policeman, 
like a daddy to the little boy? What would happen if the old 
lady had caught the gingerbread man? What might have happened if 
the gingerbread boy had. found a little boat at the river *s edge?"- 
This type of question can be used with any story read to the children, 
but a great iieal of practice will be necessary before the children 

, .can make acceptable responses, (A typical early response tg a cause 
and effect type of question, "Why did the boy fall?" may well be for 

• the child to repeat tha effect, '*Theboy fell" as if in 'some way 
this- explained the cause,) 

b. Little Willy , Create verbally an imaginary" little boy (Little 
Willy) and use him ^s a focal point for examples from day to day, 
A^hand puppet may be used to help create the character. Recount 
various events and ask the children how Willy felt. Examples: He 
fell down and hurt his knee, (He felt sad, sorry, hurt) He found 

' a nlckle and brought a toy truck he wanted very much, (He felt happy, 
lucky) He broke his » sister *s doll when •he was angry, (He felt 
&orry,^ glad, afraid) He ate a big dinner, (He ^elt happy, full, 
lucky 5*. 

c. Finish the Story . Collect large, interesting action pictures in 
advance and store 'in a- folder. Tell the beginning of a story to 
which one of the pictures supplies a possible ending. The child 
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listens to the teacher's stjry, finds the picture to. complete the 
story, and then tells^how the story ended • (Later the pipture 
props may not be .necessary) * Example: "A boy's mother told him to 
go .to t/ed. He said, 'I won't I So the mother picked him up and { 
carried him to bed. 'Now' stay there,' s,lie said, 'or I will get 
very angry.' As soon? as* his mother lef^ the room, the little 
boy got up and ran out of his room. Vmen his mother saw him...." 
(Child chooses correct picture and veAalizes the ending.) "It 
was a very* windy day ^and a man was bui^ning some boxes near a garage. 
He, left the fire before* it was out. / The wind blew the burning 

pieces of cardboard oVer to the garage " (Child chooses 

correct picture and finishes the story.) 

What If ? ' To Insure responses, limit. the questions, at least initially, 

to material which has been introduced in the classroom. 

What would happen if we forgot to put covers over paint jars? 

What would happen if we didn't pun>ur name on our paintings? 

What would we do if we spilled the paint? 

What would happen if the music teacher let everyone play the piano 

during music class? 
What would happen if we didn't pick up the blocks? 
What woilld happen if we didn' t take turns talking? < 
.What would happen it we didn't put our bikes away at night? 
What WOUI4 we do if a child cried at School? 

What would we do if we didn't have enough crackers for all the children? 
What would happen if the bus got a flat tire on the way to school? 
In most cases more than one answer should be sought* Accept a 
literal or obvious answer but encourage divergent answers. 
What' If ? To insure responses liiult questions at least initially 
to Ba^ic family and home information. 
What would happen if an egg dropped in your kitchen? 
What would happen if you left a window open and it rained? 
What do* we do 'when the baby- cries? 
What do you do when your shoelace breaks? 
What would you do if you cut youy finger? 
What would your fam'ily do if your car ran out of gas? 
Whatr would you do if you got on the bus to go downtown and found you 
had no money? 

What would you do,. at your house if the clock did not work? 

What would happen at your house if the lain came through the roof 1. 

Wha't would happen if you tore your dress (shirr.)? 

As in item d above, encourage different answers to the same question. 
Let's Think . Begin an informal little story, stopping at a critical 
point with a question. Example: "A family went on a trip in their 
car. They drove for a long ti^e. After they had passed through a 
town. Father said, 'There has been a bad windstorm, with a lot of 
rain in this town.' How could Father know that?" "They went on 
for another sixty miles. ' Ihey have had no rain in this town for a 
long time,' said Mother. How could ftother know. that?" Similar ^ 
.stories can be created about any incident. "What would happen if 
'someone tied your shoelaces together ?""" "What would happen if you 
left a hamburger and* a dog in the same room?". "What would happen 
if you couldn't open your mouth for a whole day"?" ^'Johh brought a 
little snowman into the house and put him on the table. Later, 
there was only a ^puddle of water on the^table. What had happened?" 



J 

Purpose : To develop the ability to listen and-^summarize the jraiportant 
part of a story *' , . * ' - , , \ 



The teacher reads a short story to the group and 'has the pupils retell 
the plot in one sentence. The- children may need ;cpnsiderable help in 
making a good summary. stories, which are on t^k reading level of 

the group. At first, help the .cliildren detide vhich is;the best of 
several one-sentence sumniaries. ' ' ' * ' ' * * 



Purpose : To develop the ability to identify the main idea of a story 
and state it in as few words as possible. 

Re^d to the group short, simple stories and have the children make up 
a title for each story. The stories should' be* unfamiliar . ^ Appropriate 
stories for this activity will often be found in readers cr short story 
collections which are not regularly used by the group. 



Purpose ; To develop the, ability to listen and retejLl a story in their 
own words. 

Read a story to the group and have them tell it back to you. f^rXte 
what they say on the chalkboard They are helped by seeing the story 
written at their own vocabulary level. ' 

Purpose ; To develop ability to listen and classify phrases. 

On the chalkboard write the six words "who/" "what," "when" "where," 

"why," and "how." Read a list of phrases orally. Then let the 

group decide whether each one tells who, what, etc. Sample: a very 

long river - (what) through the ocean- (where). Others: 

the gulf current along the coast 

below the ^surface before its journey 

as they die from the water 

through* the water * in important ways 

when grojJn to the east side 

by thqtftime *wlth their fins 

at the end of life with tentacles 

several^ scientists the natives 

because of large fish * to catch the fi'sh 



Purpose: Relaxation Exercises 

The Lost Word . The teacher says, "My word is lost."^ The class asks, ^ 
"How does your word begin?" The teacher selects^a letter, for example, 
"w." Pupils take turns asking "Is it a wall?". or "Is it a window?" 
When a pupil identifies the word, he becomes the leader. 
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Auditory Visuci| Associotiofi 



Purpose : To ma£ch forms and ^oldls and. develop ^dltory recogniti<m2 
To. recognize consonant .sounds by identifying t][iem with ^ 
pictures. To develop auditory re<;ognition of sQWitcfc.by 
tying them to visual pictures.' ♦ Follow directions Icor any 
Lotto game for 1,2,3 children.* , « v" ^ * ' 

terials: • Lotto .Games ♦ Form Lotto; one deck 'of ,chlldren's cardji^ 
wltb-9v-g^opaetric forms and 2 ^ecks of teachets V, cards, . 
• ^ one havlng^tloolc outlined for|is and the other color- 
cued fotms. . * . ^ ^ 

Number Latto . one deck of children's cards, > with 9 
numbers per card and -2 decks of teachers' 'cards, *one ' 
showlt^ nudj^ers and one listing words fo£ numbers* ' 

. Beginning Sounds Xot to .' ^one deck of , children' s\cards, 
with various Items whose initial letter' demonstrates 
certjain consonant sounds and one deck pf teacfiers', .^"^ • 
cards of similar .design. - ' " \- 

Letter Lotto , one, deck* of -children's . cards showing vpper 
and' lower case' letters ai^d one deck of teachers.'' cards of 
the same design. ■ ; - ' ' ' ^ ' • * ' 



Purpose ; Reinforce association of opposites or des^imilar ^qualities \} 

Materials : Pictures of opposites in objects big and little • 'f^i 

a.* Opposite Mode of Questioning . Use as a matter of teaching style 
an 'opposite mode of questioning or of making observations, re- 
gardless of subject matter.. For example,* assume the subje^Tt^ matter 
under consideration Is fruits! Point out that: A peach has a 
single seed, hut a melon has many seeds ." A ofelon Is larg^, but a 
. cherry is smad.1 . The peeling of a pineapple is rough; the peeling 
of an apple is smooth . A tree is tall, a* bush Is short s A stri^w- 
berry has seeds- outside; an apple has 'seads Ins ide « (The children 
provide the underlined information ♦) The ordinary routine of 'the 
school provides many opportunities for you to employ such afqrraat. 
When you wash your han&s, they're wet; but when you wipe them^^with 
a towel they get dry . Whfen you pour Juice, '^our tup is f till; .but' 



after you drink the juice, .your cup is empty ♦ If you walk yoii 
slowly, but if you run you go fast / If I raise my hand or put it 
in th^ air," it's up; but when I put it in my lap. It's down. 



1* 
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^* ' OPPoaite Picture Folders : ^Collect magazine pictures which illustrate 
opposite concepts. Reinforce these' pictures by Counting them on con- 
struction paper. Stdre them in separate folders which are labeled. 
"Open-Shut (Closed)," "Empty-Fiill/' "On-Off," "Few-Many 'etc. 
In the Open-$hut folder we might find, a picture of an open door and 

. ^ .< closed door, an open window and a closed window^ a refrigerator 
with its door open and with its doorx closed, an automobile with its 
dooi^open and an automobile with its door closed, an open book and 
. a closed book. The FewxMany folder might <:ontairi pictures of an al- 
most deserted street and congested .street , a tree with only a few 
leaves and a tree with, many leaves, a few blos^soms and a field* profuse 
^ With flowers, a few peojJle and a large crowd. Thei/ present a state- 
ment. ("When we drive the car, the door is shut. When we get out of 

^ the car, tl^e^cloor^s .y) aivi ttie child supplies the tnissing 

word ancf tjien finds the appropriate pair of pictures to illustrate the 
statement. Different statemients can be Used from day to day which will 

i elicit .slightly different responses ahd maintain interest .but which * 
illustrate the saJne pair of pictures. Later, the children may, babble- 
to initiate the statements. ' . # • 

Different Place's . Selectrtwo places which have obvioijs differences 
^(cfty and country, home and School). "Let's find Out. if home and 

— '^school are "the same or different. .I'll make a .list at tte board. 

/ Firet,^ let's think of aia the things we' do at home (go to bed, dress, 
eat, play). All right,' now -what are some of the things' we do at school? 
(sing, wor^ dn making designs/ have juj[,ce, hang up our coats,). Do we 
-dd any ^of the -^ame things at home that we do at school? Are .most of . 
•the things which could' ha^i>en' at both places: hanging up coats, coloi*- 

' 'ing. ' / ^r' V . • 

d. My Friend . Ask a child 'to stand up before the group and to choose a 

' friend to stand beside him. Ask him to tell' orre way in which they 
.^^ are'alike. ("We are .botjijboys; we are both wearing blue jeans; we 
are bofih in dchool; we bdtH ride the bus to school; we are both 
five years pld; we are'both wearing sneaker s.V> The second child ^ 
is to tell one way in t*hlch'*they are different. ("H%^s a boy, I am 
a girl. Her hair is braided and my jiair is short. He is wearing 
boots tod^y and I. am wearing^ sneajters.") The first chiid chosen 

5 -sits down and the setond child chooses a friend to come up an^ the 

. game is repeated. Encourage the other class members to add likenesses 
and differences to those given by the two children who are standing. 

Purpose : To make statements to which children respond with a body movement 

There are no standard responses, but one that is typical is listed with 
each ptatemwt below. Use voi«e inflection that creates a mood for the 
physiial response-. Ask children to name the movements as they respond. 



"r don't know" - shrug of shoulder 

"I'm so happy" - squeeze self 

"I love you" - hug 

"That's terrible" - cringe 

"Get out of .my way" - kick or shove 

■"Walk quttetly" - tiptoe 

"1 want^o hide" - crouch 

"I want, that.'" - grab 

"Help! This won't move".- tug 




Purpose : To use pbsltlonal words : , ' . ' * ^ 

Have the children use these words JCn. sentences, pantomiming, if possible 



above-below 

back-front 

far-near 

few-many 

first-last. - 

high- low 

here-there 



lett-rj^ht 
some-none . , 
out-'in 
top^bottom 
outside-inside 

4 

ap-down 
under-over 



Purpose : To lea^n to use past ;fehse 



patlt 



Give a direction and ask the children to pantomime that action. ' Ask: 
"What did you do?" One child answers, using the past tensfe;V "I walked 
like a bear." Succeeding chiliiren may respond: I flew like a bird/ I 
grew like a flower". I crawled like a worm. For older children write 
directions on the board. 



Be a bear.. 
Be a rabbity 
Be. a giant. 
3e^an elephant. 
, Be a' scarecrow. 



Be ^ soldier. 
Be a ball. 
Be a burro. 
Be Santa. 
&e a sandman. 



Be a duck. 

Be an airplane. 

Be a toad. . 

Be a mouse. 

Be a butterfly. 



Be a flower. 
^Bie 'the \j±nd. 
iBe a worm* 

Be a cowboy. 

Be a fish. 



Be an elf. 
Be a bird. 
Be a kitten. - 
Be a kangaroo. 
Be an Indian « 



Be Jack Frost.' 
Be a leaf . 
Be a seal. ^ 
Be a clown. 
Be an astronaut. 



Auditory Closure 




Purpose : Using concrete^ materials to elipit ^^rba^L automatic responses 

a. Miniatures and Models * ' Miniatures may bje used Irt many ' ways ^to provide 
situations for good "gramnirftical drill. ^ T'^The father is taller than' ^ 
the mother. The baby is in the motzherf's arms. \The children are ^ 

^ playing on the floor. ^The mother jjS dilllng^ them.") ^ Vierb forms, / '1 
singular and plural f<|nns, Comparative Verma,', and prepipsltlons may * -j^ 
be drilled through the tse of manipulative' m6j.niitufeesl Or course,^? , 
the child must hear the, correct model and make '^he verbal response^: 
He cannot hp allowed simply to manipulate the 'miiti^turMy A child .^"^^ 
may be allowed to play freei^y ^ith the^models ' if he tMls j^hai: he ■ ,X 
. is doing. Then the teacher iQayyexp^^d hls*^^p^ession or supply the ^ 
^needed v^rljallzatlon. * v ' ^'^^ : ^ * 

b. Relatlonghlp -to Child's Body . ^ThW drill^mpiAslzes Common p^e?- 
positions and relatlOTiship* t.o bpdy* parts, i^l^ce^a small^^b/ect 
(pencil, eraser, penny) In relat^dliship tor' the^ chij^f. < Supply^-a ^ 
model. "The penny is behind Jyour,;)^^r . The' penny .Is' .ovejr your * . • '\ . 
head. The penny is on 
The' penny is ixi your poc 

. After each statement ask, 

child t;o repeat , "The ^enny 'Jl^ -py^r -ir.y hferfd tater , ^entourage the 
child to answer the questfo^ witnbut havAig btf^n'^giveh a ipodel 
response. The ^ame may be varJLBc? by giving the children pennies and", 
a block or a small doll. Thp children then manipulate ^fhe objects 
to follow, the command and repeat' the model sentence. "Put thie penny 

, under the lock." Child: "The penny is under fifie blop.k;" "l^ut.the 
penny between two blocks." Child: "The penny ts between two blocks.'" 

c. How Many ? Use counting booka, pictures and small, objects ta provide 
opportunities for the rhlldren to hear and use^'plur^^l forms. "I 
have one block. How many do you have-?" The child answers,,'"! have' 
two .blocks ." This activity can be done in conjunction with counting 
exercises. The child learns to say the number of things and what ^ 
those things are: see four dogs . Here are six dogs .: Here are 
three pifls . 1 see six mice Similar activities can be used brief ly . 
throughout the day's lessons. " ' V 

d. "Tense . Use felt board cut outs (or other pictures) to provide 
simple sentences whlch.^enphaslze tense. Point to one picture and 
say, "The boy Is going. " Then point to the next picture and sa/, 

^ "Now the boy d s . " ^e children answer /'gone" because there 

is no boy in the second pictuire. In a similar way, adapt two or 
. three sentence stories for the oppcj^,lte pictures. 

Purpose : Elicit verbal automatic responses using model sentences 

a. ' An Adult Model . Do nbt insist on a complete sentence for all 
. response#becau8e an entire lesson can bog down in the constant 
, dem^andlng of a sentence form. This is particularly true-when 
new material is being presented. ' However, after the new vocabulary 



vor concept has been partialll'-'ma^tered, try to expand varbalizations 
•into a ^sentence ifesponse. ^\^en a child gives the correct- one word/' » 
^.^answetj say, "Yes, a cow is 'a farm animal." In other words, „ In- 
f^OTpovate his one word into a simple sentenice. Encourage *him to / 
7feoea1V*the sentence.* "Can you say all of that?" Sometimes' all the' 

childr^ ca^ ?^P^^ sentence ^o avoid self consciousness on the 

part oi f, singleTchild. ^'^ 

Music Activity , t Teach the ^first verse of a song with a repetitions 
format .fuch ^s/'Jl^d SWieel8'».on <jhe Bus." ^*The wheels on the bus go 
ar puS4> ^ 'and ^ ar o^^ , around and around, around and around. The wheels 
on tWe bus gb around"^ <and around all 'through the town." The under- 
'^lined words change frbm verse to vers^ although the sentence pattern- 

^tays the'^ame; I^w verses incorporate new words jbut emphasize the 
.^§me Ejatt^rn. The children appljt the pattern or, in other words, 
. uap the .model. O^her songs of the same type: "When Mary Wears Her 

B3^e Dr6Vs," "Old. McDonald," "Put Your Finger in the Air," "Mulberry 
x^ush." , ' ' . " . ^ N " 

General Curriciflum . Supply sentence models In all areas of the 

curriculum:^ *"This is aV^ ." "This is not a . . . 

"These are alike because this one ha s' . " ' » and this one has 

"These af-^ diifere^it because this, one, has . and this one, has 



"They both hay e ' i ^. ♦" " does not beJbng aere l^ecause_ 



Adapt iaag Lotto Games to Model Sentences . When playing; lotto, matching, 
and classification games, present a model sentence bo describe what 
the children are *doing* and when.'^^ Foj-v example. In a store classification 
game,!^. "I have a ^and it belongs' ir! th e ^ s tore." * Most, associa- 

**tlon, activities lend themselves to similar sentences. "A chair goes 

-with the furniture . An ap ple a fruit /' 

Talking Time .,, "Le^*s name all the,.knlmal's (coldi;^, vehicles, etc.) 
we^can think' tod^aW. • Each child, has *a tiirn and respoad^L in a 
.complete sentence. A/ cow is an ariimal^ A cat an animal* A 
dog is an animal*" f^' f / -c >^ 

Tape Recorder / Record bi?lef lessonp and play, bagk'^pur^ to the children 
so ihay ^y hear how they responded. However, before itke^apc recorder 
can be used effectively, the children must be familiar tffth the machine, 
^'very limited -use of the fecorder is beTst at first^ /^-Mal^e' a state-^ • 
ment and allow eabli •child to make the *same^ statemenwf Play b^ack • 
Immediately. — ^Ask a^ simple question. ^*A^Xow each child to answer that 
question^ Play back immediately. — The chiidren may count penAles, 
up to five, perhaps .\ Record the counting and pj«^. — A13tow- the children 
to give their names and ^describe what ^they^ard* wearing. ^P^ay back * 
immediately. theseSuggestions should not be foliowed,/^ opte recording 
session. Rather, use the machine daily for fiv^ orf ten minuces. 
Taking a Trip . A leader calls the name<of a child and says, "Go by 
car to.Ramon's house.", Ramon stands and chooses^ another child and says, 
"Go by boat to Susan's house." Susan in, turn stands and says, "Go by 
horse to Gerald^ s house." Each child mt^st nerue a new wiy to'^ travel. 



Sound Blending Tec|tiiiiques 



Purpose : Syntactical Constructions 

' Riddle Format . Blend a word as a riddle. Provide further hints or 
speled up the blending until the chjLld cafr provide th^ word. Incor- 
^porate sound blending into the regular class.room routine by slowly 
'^sounding 'any answer that the children ar 6, unable to provide.* In- 
^ stead of providing further information to help the childSiome up 

with the right word, as you would usually do^-answei^ slowly; p-i-g, 
* speeding \ip the sounding as necessary. , • * 

b. Farm Animals , ''^^e are going to pretend to b^/ animals on a farm^. 
We won't tell our fuil name though. When it /is youi^^ tUrn/'begin 
' your name,. like this: 'l"^ a c...' and the /rest of us Will guess 
the rest of your name."' If the chiLdren havfe trouble beginning the 
game, suggest a beginning sound. of an anima}! for each to repeat 

(sh..«. , ^i..., ch ,). Play the same game'-with colors, fruiti^ 

, or other^curri^ular content. " * ^ ' § 

c» I Se^ Somebody . Adapt the directions in a above to the*names of the 
children. Sound the entire name slowly when an intial sound is* 

not a sufficient clue. "I see a girl named B . I see a boy^ 

named B , . I se^ a boy named J , Familiar object! in-, * 

the i;pom may also be used. "I see a c h 1^ * * I see a cl^^ 

^/ I'm Thinking of Something . "Let's play a new game.. I will tell^you 
something about a thing you can see in this room. I will also ma^e 
the. beginning* sound of that thing. Are you ready? I am thinking bf 
something In this room that: ' • ^ 

1. isjgreen. You write on it with chalk. It^ is tlie-ch (alkboard) . 

2. is made of wood^ You sit on it. It' is a ch (air). 

.3. is made of* paper. It has pictures in* it. It has words in it. 
It is a b^(ook)/' 
Rhyming Format s "Can you make a rhyme? Let's see if you can 
.'finish these sentences:- Find your ^nose, touch youia tt oes) « 
Take a hap, put hands in your (lap). The little mous'e r-an 

into his (ftouse) . My little cat found a funny _(hat) . ' 

The big black dbg jumped over a ^ (log). The little bunny 

Iboked very (i^unny)." Use motions or picture clues '^tb 

encourage, responses. \ 
f • Completion of Familiar $ongs and Rhyfties . ^Use songs and finger plays 
with which the children. are familiar. Repeat most of the words., 
omitting a word here and there for the children to f^li-stn. ''The' 

wheels on the ^go around and around, around and arpund, around 

and ar.ound. The wheels on the bus go around and around, all through 
the 

8' Forming Pl^irals . Adapt casual conversation with the children to a 
word omission format. Allow the children to fill in the blank? as 

, you say sentences. Examples: "I have two hands and tw o ' 

(indicate, feet).** "If I have one J.oo8e tooth I can chew with all 
. my other (indicate teeth)." "I have one nose tb^smell ^ 
with, but Tony ^d 'l together' have two (touch both noses)." 
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" ^Changing Tenses v Adi^pt casual conversation with the children to a 
word omission format. ' Allow^the children to fill^^in tlTe *hlank8 as 
^ • * yovi^say sentences. Examples: "We will sing in school tpdg. ' 

Yes^er^ay .we' (sang)V* ''I run when I play tag, * Yjest^rday I < 

. played 'tag and j_(ran) /* rode on the bus yest^rday^ ^ 

"g:oday I will ' (ride) on the bus-." /• ^- . - 

^ i. « U8e of Bpoks . Books which follow repetitive style' .are useful: . 
The. Three Bears , Stop That Ball , Peter Johnson and ^Hls Guitar > My 
BaU of String , A Ply Went By , The Carr6t Seed . Either the lUustra- 
. t^ons oxtthe repetitive style will supply the necessary clue« for 
the Qhl-ldtfen tb ^tespond to words or sentences which you leave out' 
"^;o*the stc«y.'' In some cases, a rhyme miay be the clue, 
j . Lotto. Games W Sound Blinding- . Use Jamlllar lotto games In new 

way^. ' •'This time I will not hold up the- lit^lfe, card for you to see.' 
I' will slowly say a word, like this, *ch-a-l-r.* /Ycju will look on 
' your big card to see if.yoS need that picture. '••If\ you do., say its 
:' name and I'will give you the fittle card." RevlewN^e little cards\ 

-^'irst, holding them uihand sounding out their names D^re actually 
\ beginning' th^ game^ ' D^toot; of course, introduce lotto games^on • 
this level. Rather, exploit the vlsualUevel- of -such g^es first apd 
plater add the more complex verbal and listening skilla. 



CHAPTER III 

* •• • 

SPEECH iMPROVEMENT 



3 



Purpose ; To get acquainted w.ith first and, last xiames of children in 
the classroom 

»v » ■ - 

1.- Children sit in a circle. The teacher beglnsi, "My name is 
^ ,V and then turns to^the child on the right and asks, 
"What is your name?" Tfte child responds, '*My name is 



- (first and last name) He then turns to the child on the 
right and asks, ^What is your name?" The game continues 
arounti the circle, ^ 

, « * 

Purpose ! ^Relaxation exercise, 

I Go to Resting Town . L^tretch my fingers to the sky;, (raise arms) 
1 reach my arms up tall, ta).3^ tell, (stretfch, arms) • I-amke my * ^ 
fingers fly, fly, fly; (wigg^fe fingers). , My bacfc^is like a straight, * 
straight wall I (sit tall') . My legs are sttong; I stretch them / 
straight, (stretch legs) My arms, come slowly down, down, down (lowef 
arms' gradually) I close^my eyes and count to eight * (close eyes) 
And tnen I go to resting townl (Fold hands in 1^ and k^p eyes closed 
until teacher signals otheniise.) 5-6-7-8 1 

Purpose : Relaxation exer9lse , 

Open Your Fingers , Open your fingers (act out). CJLose them up ^ 
tight. Nov put •your ^ hands away out of sight (hands behind Ijack) . ^. 
Show your hands .(act out) and let' them clap, /tay them gently in 
your lap. R^ach.ybur fingers high^^-htgh, highl Pretend.you*re a 
birdie. in the sky. * *. , • " 

\ ^ , 

Purpose ; Relaxation, breathing exeifcises and awareness of the speech^ 
mechanism.. x ^ 2/ ^ > /J' ' . • , 

^ TONGUE POEM ; '''^ 

Pinky tongue thought he Vould^have s3ip fun. 
He crept; out slowly to see th^ sun* 
He looked up high, lie looked down/low, 
To left, to righj:, then £0 4nd fro. 
And then I hAird liim softly 'blow. 



Breathing (JONES) 

a. This is the way I fill my chest (breathe) 
For deep breathing Is the best i 
I'll stand way up, upon my toes / 
Then dowh again like a see saw goes 
Breathe deeply in, and out and dn, 
And- do^^forget to watcb'your chin 
Let's JHp the head away up high 
Raise yWir .arms and point to the sky. 

b. On one, ^ill your chest and stand on your toes 
On two, con\e down like a teeter goes. 

Now watch your chin and hold your head Mgh 

And reach way up towards the sky. 

On one - go way back up again 

On two, come down on your toes and then 

Stretch up,- come down, stretch up, come down 

And now sit 'down like a funny clown. 



CHEWY, CHILD 

I know a funny little' child 
He chews up everything . 
He chews up bits of paper , 
And he chews^'up balls of string 
He chews ^ big'* hunks of chewing gum 
^ All day I watch him chew 
I'm not sutprised that when he talks 
He .chews his word 9 up ^;oo. 



Rules for Good Speech 

1. Stand or sit up straight -^hands away from mouth 

2. Look,^aVthe person you aireVtalking, to 

3. Sp^k loud enough for all to hear ^ . 

4. Say all the sounds in thfe words ^ 

5. Speall^ at a moderate fate ' ' 

6. ' Be a good listener 

7. Say each word clearly 



Purpose: Listen to, and note the difference between laud and soft sounds. 




Purpose: To introduce speech sounds, through the auditory channel in a 
logically ordered manner. 



Introduce each soOnd individually, using visual and auditbry clues. 
Lach sound will have a, pictorial representation*, as well as a 
poem with the sound in context. The children should indicate in 
^.ome manner, that they auditor ially recognize the sound when pre- 
•««ented verbally, in context, by the teacher. 



BAA-BAA BILLY GOAT 



l^'^a-^bfea! Baa-baa I 
Baa-baa Billy Goat, 
Where are your kids? 
"They're over the hill 
Ciasing katy dids." 

Baa-baa Billy Goat, 
Let us hear your sound I 

Call for the kids now, 

They must be around. 
Baa-baa I Baa-baa I Baa-baa I 






PIXIE PUPPY 



Pixie is oyr puppy. 
She always wanns to play. 
She likes to pounce upon a ball 
Just any time of day. 

One day she found some red balloons 
And pulled them to the floor, 
But when she pounced upon them 

POP I pop: pop: pop: pop: 

5he scampeted out the door: 

pop: pop: pop: 



*according* to Open Cburt 




BESSIE. COW 

•9'.' 




o 



Moo! Mooc> Mool '* 
.I*m either very quiet 
While standing in the sun; 
Or busy chewing grass. 
And that's a lot' of funi ^ 



I like ,to "^oo" a bit 

And you can hear me now 

I make a* sound that you all know 

Because I'm. Bessie Cow. 

Moo! . Moo! Mod'. « 
Mool Moo"! Mool • ' 



o 




a little goldfish* 
My name is Winnie Woo. 
I'm alw ays blowing bubbles 
ing'eyes at you.^ 
.w. • .w. . .www' 

are always moving 
form a: circle round. 

ime-I blow a bubble 
hear the 'V sound* 
w. • .w. . .w. . .www 



ERJC 




I'm a little baby owl. 
My home is in a tree. 
I stay in bed all day 
Because I canndt^see. 

When children are asleep 
The sun puts" out his light 
I sit up on our nest 
And "hoot" all through the night. 

Wliool Whool 
Whoo! IThooI 
Whool Whool 

Whoo! Whool Whool 




BLACKIE 



F: F! Fffffffffl 



Little Blackie, you naifghty cat. 
You naver "purr," but sound like that 

Fl Fl Fffffffffl 

FI Fl Fffffffffl 
Little Blackie, why don*t you play . 
With Squeek, the mouse, who came tod^ 

HcJ Tji^ought some fish for you to eat 
And catnip for. your. Sunday treat. 
He* 11 be your friend. 
If you* 11 be good. 
So please behave 
Like all catL should. 




ERLC 





VALENTINES, VALENTINES: 

Valentines, valentines, 
Fifty-five or more — 
Why, you can find valentines 
In almost any store! 

Valentines with violets, 
^ ^ I Valentines with lace, 

Valentines with glitter, 
of with a cupid*s face. 

Valentines with verses 
That say, *'l love you true." 
•Valentines all trimmed with red 
Or silver. *green or blue. 

Valentines, valentines, 
Fifty-five or more — 
Why, you can find valentines 
In almost any store I 
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THUMPITY BEAR 



Thump ity, .thum^ity-thomp 
I'm a fuzzy, wuzzy bear 
With nothing much' to do. 
I catch myself some fish 
And eat the berries, too. 
Thump ity, thump i t yr thump I 

I do a little dance 

Upon a hollow log. 



I' thump- thump and thumpity- thump 
While I do a ^iggety-jog. 
Thumpity, thumpity-thumpi 





1 




th 
th 




GOOSIE'S HAT 

Th— th~th— th! 

Our little Goosie lost her hat 

And she was, Ob, so mad at that! 

She could not talk, she could tlot sing! 

She just, said "th" — to everything. 

Th~th— th— thJ 

Lhe asked the duck out by the log; 
She asked the frog out in the bog* 
she looked and looked, then took a b\Axsl 
And found her hat caught on a limb. 



UTILE SONG-BIRD 

Tweet, tweet r Tweet, tweet I 
I fly up to your window sill 
To give your heart a thrill. 

Tweet, tweet I Tweet, tweet I 

1 sing my very best for you 
And proudly spread my feathers, too 

Tweet, tweet I 

Tweet, tweet I ^ ^ . , 






RED-HETADED WOODPECKER . 

D,d,d~d: D,d;d"d: D,d,d— dl 
Red-headed Woodp(ecker 'drills- all day^ * 
To find his food — he works this way, 
D,d,d"d: D,d,d^-d: D,d^,d~d: 

* 

The, ttee's so' ihai^ — his' head must actTe.! 
I wonder if his bill will break? 
D,d,d— dl D,d,d"~-d: D,d,d— dl 



NIPPY, THE MOSQUITO 

Nit N»««»i 

\ 

My itame 'is Nippy Nap 
I'm really not so b; 
But noxone seems ta, 
When 'I use my drll 



N. 



I have a little drl 
Right on my little 
And I just have a 1 
While people try t^< 

N**«» N***« N*»** 




0 
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_IN_THE LOOKING GLASS 

I see my face In, the looking glass. 

When I look, look, look 

In the looking glass. 

I see a small nose. 

And I see my chln^ 

And I see a red mouth , 

Where the food goes in. 

In the look-look-looking glass I 

I see my face in the looking glass, 
When I look, look, look 
In the looking glass. 
Sometimes I sm.ile, 
And sometimes I frown, 
But a smile is a frown 
Turned upside down 
In the look-look-looking glassi 




Side 



THE OSTRICH IS A SILLY BIRD 

The ostrich is a silly bird. 
With scarcely any mind. 
He often runs so very fast 
He leaves himself behind* 



And when he gets there, has to stand 
And hang about till night. 
Without a blessed thing to do 
Until he comes in sight. ' 

Mary E. Wilklns Freeman 




I'M ZIPPY THE ZEBRA 



All; 



*Teacher : 
dren: 
All: 




I'm Zippy the zebra. 
The zebra, the zehra. 
I'm Zippy the zebra 
Who lives in a 'zoo. 



And tell us, do you like the zoo? 
Oh, yesi Oh, yes of course I do. 
I'm Zippy the zebra, 
Tlie zebra^ the zebra. 
Via Zippy the^, zebra 
Wht) ;Live8 in the ioc. 

And did.\ypu travel very far? 
Oh, yes! I came from Zanz'iej^ar. 
I'm Zippy the zebra. 
The zebra,. the zebra. 
I'm Zippy .the zebra 
Who lives' in a zoo. 

Oh, you are such' a curious [sight. c , 

It's 'cause my hide is black and white. 

I'm Zippy the zebra, • ^ , • 

The zebra, the zebta. 

I'm Zippy the zebra 

Who lives in a zoo. ' * . 

—L.B.S. ' y 



\ 
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LITTLE CHARLIE. CHIPIJUNK 



Little feharlle Chipmunk was a talker* Mercy mel 
He chattered .after fcreakf as t and he chattered after teal 
He chattered to his tether and he chattered to his mother I 
He chattered to his sister and he Shattered to his br'othetl 
He chattered till his f amily-^waa almost driven vlld r 
Oh, little, Charlie Chipmunk was a very tiresome rhildl 




- Helen Cowles LeCron 



ch 
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THE JIGGLING TROLLEY CAR 

Climb aboard. 
And take a ride, 
*We"wilimot star,t 
;Till you're inside. 

Jiggle, jiggle, juii\„ jumi 
^" Jiggle, jiggle, jum, jumI 
Jiggle, little trolley car, 
Jiggle on your track! 

The trollery sways^ * 

And rocks me so. 

Soon it's off 

To sleep I go. 

Jiggle, jiggle, jum, jumI 
» Jiggle,, jiggle, jum, jum! 
Jiggle, little trolley car, 
Jiggle on your track! 

• * —J , J , T , ,« ' • 
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"When tne^afn Is raining v ^ 
And the April-^ys are cool 
All the bi^'^umbrellas 

Go bumping home from schpol. 
They btimpr tHe blowing cloudburst 

Th^y push .^the' pushing storm. 
They leap a muddy puddle *y' 
Or get Into a hiiddle 

To keep each other warm. 

But who iQ -underneath them 

^You really t:annot ,tell j 
Uhless yoi| know the overshoes 
/ . Ortrubbers very well 
Or the flippy-flop galoshes,. 
With their swlsHes and their swasjf 
Or the r&jinirig rubber boots 
With their* scampers and their'scoot 

Oh^ whenVthe raln^s raining 

. And the April days^^e cool 
I like^ to watch umbrellas ^ 
\ Come bumjiing home from school! 
< I like to watcfi and wonder -^-gjj^^ 
Who ' s hiding half way under . . . - . 




Rov^ena Bennett - 





ALL KINDS OF YO-YOS 




Yo-yos are purple and- yo-yos ^are green. 
Yo-yos are, black, red or blue 
Yo-yos have speckles and yo-yos have stripes ♦ 
Yo-yos have polka-dots, too. * 
You choose a, yo-yo, a yo-yo you like. 
Let it spiu fast, on a string. i \ 

1*11 choose a yo-yo, a yo-yo I like. 
Together our yo--y4Ds' will sing. 
Yo~yos are purple and yo-yos are green. 
Yo-yos are black, ^red • or blue. 
Yo-yos, have- speckles and yo-yos Have stripes. 
Yo-yos have pcPlka dots, too. 



— J.J.T. 
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FIVE LITTLE SEASHELLS •• 

Five little seashelis lying on the^shore;^^ ^ 
Swish went the waves, and then there* were four. 

Four little seashelis cozy as couLd bfe; 

Swish went the waves, and then there wer^ 'three. 

Three little seashelis all i^early new; 
Swish went the waves, and then there^ were two. 



Two little seashelis' Sle^ln^ In the sun; ^ 
Swl^h went the waves, and then there was one 



One. little seashell left all alone; 
Whispers "^hhhhhhhhhhhh" as I t^ok it 




sh 



i? 





MEASURING MYSELF 



nifeasured my ana, 
mea sur ed * tny , ■ t oes , 
measured my flngets, 
measured Diy^ nose, 
measured n)^j|neck, 
measured my chest, 
measured my waist, 



""^L * B • S • 
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• 4UACKY- DUGK . 
'My name is.Quacky Duck 




J- 



HAPPY NOISES 




< 
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Clip, glip^ glip 

Goe^ the water in the 'sink, 
the water in .the sink. - 
Glip; glip, glip^ 

: Goes the v/ster in the sink ' * . " 
Ivhen I-go to get a nice^ccol dri^kl 
' ^ • *. ' 

Clup, glup, glnp , ■ ^ 

.Goes the milk into my cup, ^ ' ^ 

\ the ni'lk into iry cup, 
/: the Xiiilk into iry cup. - ^ 

Glup, glup, g]up 

Goes the r^ilk into my cup-. 

And I drink ail "the milk right up I 

» 

Qlub, giub, glub 

Goes thp froggie *bv the lake, 
the f'rpggie by 'ti:e lake, . . 
the froggie by the -lake^ , ■ 

Glub , glub,> glub ^ ' ^ _ . 

Goes the "'froggie by* the lake," 
' And he keeps jme wide-aLwakel 
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■ THINGS 

•Trains are for going, 
apats are for rowing^, 
Speds are for dc^i^lng, 
Noses for blowing, ' 

And -sle'eping's 'for hid 

Dogs are for pawing, 
Y Logs 'are for aawing,^ 

Cro.ws are for cawing,^ 
Rivers, foi thawins, 

^d sleeping 's for bed 

Games are for playing, 
* Hay is for haying, 

Horses for neighing, 
'•Saying's for ^saying. 

And sleeping 's for bed 

—William Jay Smith 




HIPPETY-HOP BUNNY 

Vxti a little baby bunny. 
And have a twitchy uose. ^ 
- 1 have a fluffy tail. 
And twe'A^.y scratchy toes. 

My ears are very tall. 
My eyes are really pink. 
Now watch me'^jump and hop. 
Faster than a wink. 



h_ 



Hippety-hop , hippety-hop ,^ hop I 
Hippety^hop, hippety~hop, hop! 





-•HAW. DONKEY " ^ 

rhawl Hee-haw I 'Hee-hawl 
a little donkey*, 
name is Shooting Star. 
When I 'go, I travel .slow, 
I %;on*"t mov*-^ too ^ar. 

wl Hee-haw I Hee-haw* 
m alwa/s vety sleepy 
yawn at work all* day 
Iting for Che sun to set 
I can get some hay. 

wI Hee-haw I Hec-hawl 
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Acadia Press, Inc. 
1144 South Main Avenue 
Scranton, Pennsylvania 18504 

Arrco Playing Card Company 

200 Fifth Avenue 

New fork, New York 10010 

Beckley-Cardy Company 
1900 Narragansett Avenue* 
\ Chicago, Illinois 60639 

\ 
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964 Third Avenue 
New York, New York 10022 
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Culsenaire Company of America, Inc. 
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New York, New York 10022 

Developmental Learning Materials 
7440 Natchez Avenue 
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Educational Insights, Inc. 
211 South Hindry Avenue 
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Fearon Pirblishers Lear Siegler, Inc. 
Education Division 
6 Davis Drive 
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Follett Publishing Company 
1010 West Washington Boulevard 
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Garrard Publishing Company 
1607 North Market 
Champaign, Illindia 61820 
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Golden Press 
850 'Third Avenue 
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Mattel^ Incorporated 
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McGraw-Hill ^ 

Educational Aids Division 

330 West 42nd Street 

New York, New York 10036 

Milton Bradley Company 
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1412 - 16th Street N.W* 
Washington, D. C. 20036 
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Cross-Reference 



Chapter I* Auditory Receptive "Skills 
' Auditory decoding ; 

Geometric 'shapes, 11 
Directions, 13 / ' 

Reviewing directions, 14 . ' 

Official answers, 15 

Rhythm instruments representing characters in a story, 19 

Auditory memory : 

Recall of items in short stories, 3 

Story cut-ups, Story in pictures, 8 ' * 

Proper sequence of sentence parts, 23 

Auditory discrimination ; • 
Curious traveler, 1 

Bring me; Fd'llow verbal directions, 2 
Yes-no-maybe ,3 ' ^ 

Animal" sounxis; Word omission;'. Detection and correction of 

incorrect or nonsensical items, 4 
Do as I say; Whispered and .hidden directions, 6 
Games which 'emphasize directions, 7 
What is wrong?, 8 
Directions and numbers, 10 
Grant's garr'.en, 11 
Do and tell, 14 
Ring the bell,' 15 



Chapter II. Language Development - Expressive Skills < 
• Auditory v ocal association ; 

On our way- to school; We went to the' zoo, 12 
. Vegetable soup, 13 
Do anc^tell; The naming game, 14 

Rhjmiing and non-rhyming words; Now you t^ll,lt, 15 ' 
^Identifying everyday sounds, 18 

' Auditory visual association ; r 
Body parts, 1* • v '• 

Following directions with pencil and paper, 2 
paper folding; .Decorap^ng Christmas cookies, 6 
^Story in pictures, 8 j 
Geometric snapes, 11 - / a 

"^^^^TX" Grocery store, ^12 f 

^ ^ Identifying familiar sounds, 16 ^ ^ 

Piano scales, 17 * 

Activity with language master cards and pictures, 20 
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Auditory closure ; 

Recall of simple items in short* stories,' 3 
Word omission, 4 

Sound blending techniques ; 

Language master activity with matching cards and pictures, 20 

Chapter III, Speech Improvement 

Any of the activities included in the workbook, if used 
in the proper sequence. 
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